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The future of electronic entertainment 


0 ne of the true signs of a game's classic status is surely 
its longevity. Super Mario Kart had it, as did Street 
Fighter і! and GoldenEye, all three titles providing Nintendo 
owners with hour upon hour, week upon week and month 
upon month of continuous entertainment. And then there's 
Halo, whose ability to ignite the passions of a roomful 
(sometimes houseftul, thanks to Xbox's System Link) of 
people today remains as strong as it did back in 2002 when 
it debuted on Microsoft's console hardware. 

Multiplayer Xbox Halo is a cult, although to call it that 
seems to undersell the size of its band of followers. It is 
more an institution, an acutely contemporary one, today's 
equivalent of what our younger selves once sweated and 
swore over, fearing at the time that such all-ancompassingly 
engrossing things might never appear again 

And so to the sequel, upon which similar fears have 
been focused by millions of gamers. This month we visited 
Bungie's Seattle HO and found a company attempting not 
only to meet expectations but exceed them. We wanted to 
retum with an article cetailing every лоок and cranny of 
Halo 2, but Bungie was not about to play its hand that way. 
instead, demonstrating a unique approach, the developer 
wants you to discover everything about the story and 
singleplayer campaign for yourself. ‘You'll be able to do so 
on November 11 (or just before on import). In the meantime, 
read about the things we were able to uncover on p48. 

As usual, there's plenty more to consume this month, 
too. Along with a look at the underground shooter scene 
(see 068) there are reports from Ubisoft's facility in Montreal 
(056). Blizzard's studios in Irvine (p78) and Traveller's Tales’ 
offices in Liverpool (p60). Each developer is working on 
something Genuinely provocative, and they're all, 
fortunately, willing to spill about their endeavours, 

(Oh, and if Halo has a resonance with you as an 
Edge reader, so should next month's cover game. 

Lock out for it. It should be interesting.) 
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Anticipation for Halo 2 is reaching fever pitch. We 
visit Bungie to catch up with the imminent release 
A sneaky look at Splinter Cell Chaos Theory, 

Sam Fisher's second outing this year 
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Combining two of your favourite things, Lego 
Star Wars sounds too good to be true. Is it? 
D68 X Wallet-friendly fire 


A visit to the murky underground shooter scene, 
where fast thrills are only a download away 


























078 Cold calling 


Blizzard, the developer behind WarCraft and 
Diablo, explains how it makes its magic 


۱ а mt at tha trai 
gree: [ | = Ti | 


1 ۲ J WOX 
Games don't have to be all about stealth, killing 
and crime. Here we look at their serious sides 
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the *where can you go from there?' issue 
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Has EA become too big to play? 


With its takeover of Criterion, EA has become more than just the most dominant game 
publisher in the world: it has outgrown the entire industry. So what happens now? 
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David Lau-Kee has reason to smile. Already 
reaping Criterion's rewards, the new EA 
deal is unlikely to have made him any poorer 





{ n some ways, it's hard to explain the 
| significance of EAS acquisition of UK 
developer and middleware provider 
Criterion. The headline ‘Large publisher 
buys partner studio’ — Cntenon's racer 
Burnout 31s one of EA's big hopes for the 
autumn — is not an exciting prospect. But 
for those of a strategic bent, the importance 
of the deal boils down to Render Ware, 
Criterion's suite of game development tools. 
Yet this isn't a deal about EAS 
acceptance of middleware. The publisher's 
various studios have used RenderVVare on 
key sport brands, such as Madden NFL 


other players. Or, put another way, the deal 
isn't about what Criterion can do for EA, but 
what Criterion can't now do for the rest of 
the videogame industry. 

At least that's the perception among 
many. With RenderWare locked into the 
development pipeline of some hugely 
profitable franchises such as Rockstars 
GTA, Activision’s Tony Hawk's skating 
games and Konami's Pro Evolution 
Soccer, the problem for publishers is 
that these titles are now dependent on 
intellectual property owned by their Digaest 
rival. In a sense, their ongoing success 


“Now ۱ have the freedom to plunder from the EA 


store of tools and libraries to add to RenderWare, 


the middleware playing field remains level" 


Football, in the past. It's not even a deal 
about the boost the highly optimised 
HenderWare 4 can provide EA with respect 
to next-generation games consoles. 
Instead, the crux of the matter is much 
broader, Like a skilled player of the 
Japanese game go, in which the spaces 
matter rather than the counters, EA's move 
for Criterion isn't about the move itself, it's 
about the consequence af the move for 


The success of EA's involvement with Burnout 3 is revealed on page 100. While some may mourn 
the introduction of a brash American vocabulary, it's almost certain to outsell its predecessors 


is now dependent on EAS largesse. 


The fightback starts here 

It's an assertion Criterion’s CEO David 
Lau-Kee totally rejects, "There's no way | 
would have entertained the deal if it would 
have substantially changed our goals," he 
says. "We always have, and we always will, 
provide precisely the same technology 
internally as we provide externally. That 
won't change because we are part of EA. In 
fact, now | have the freedom to plunder 
from the EA store of tools and libraries to 
add to Render Ware, the middleware playing 
field remains level.” 

Bruce McMillan, EA's executive vice 
president and group studio head, is also 
firm in allaying conspiracy theorists. 
"Griterian's middleware is used in roughly 25 
per cent of all games in development," he 
says. "| believe, in future, the combination of 
EA's tools and Render Ware will be a 
compelling solution for other developers, 
and they'll want continued access.” 

Handled in the right way, it's true that 
RenderWare backed by EA's production 
experience could further accelerate the 
acceptance of middleware. Certainly EA is 
looking to increase its own reliance. “Buying 
Criterion fits our core strategy for aligning 
our worldwide studio operation behind a 
common technology framework," McMillan 
says, explaining one of the reasons behind 
the acquisition. 

And perhaps this is the real significance 
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EA enjoys massive success іп the online and 
sports spaces - and it's combining the two 


of the deal. Other publishers have placed 
similar faith in Render Ware - Infogrames 
being a particulany enthusiastic user across 
its European and US operations, for 
example. But only EA seems to possess 
the strategic vision to look beyond the 
obvious benefits. Taking it at its word, by 
owning Criterion it can make RenderWare 
batter, improve its internal efficiencies and 
generate cashflow by licensing the results 
to other companies. 

For Lau-Kee, it was this leadership 
attitude that proved to be the dealmaker. 
“The nature of a company such as Criterion 
means we've received almost continual 
offers," he reveals. "Having worked closely 
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The Madden method 


Celebrating its 15th anniversary, Madden NEL 
Footbail is a classic case study of the EA 
mentality at work. First released for the Apple 
li in 1989, John Madden Football actually 
boasted an inauspicious start. Two years late 
in development, sary focus testing 
suggested the title Electronic Arts Football 
would be more popular. However, having 
signed up the chief NFL coach and 
commentator John Madden, EA took the 
decision to go with its original title. There 
wasn't even a plan for sequel, although one 
was quickly concocted after early success. 

A new version of the game has been 

released every year since, 

The annual refresh, in part carried out to 
ensure the game remained up-to-date with 
respect to players and teams, also had the 
commercial benefit of locking consumers into 
a year-on-year sales pattern. The inclusion of 
the year in each title means the current game 
version is clear to casual buyers as well. 
Interestingly, however, this marketing ploy 
only started in 1993 with Madden NFL 94, 
when EA first signed a deal to use the NFL 
licance. This also proved to be the 
springboard for the company to unleash its 
first TV ads. With total sales topping 35million 
units and annual sales now around the five- 
million mark, Madden proved ta be the 
perfect testing ground for EAs dominance of 
the sports genre. Regular refreshes, the use 
of official licances, player tie-ins and TV 
advertising are now seen as the norm within 
EA Sports games as well as the competition. 
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with EA, it has become increasingly clear 
that we are thinking about solving the same 
problems. Because of its size, EA has to 
think strategically about what's going to 
happen in five years’ time, exactly as we 
have to as a technology provider." 

Зо, if you believe the noises coming 
from both EA and Criterion, the result is a 
deal that's good for EA, Criterion and the 
entire games industry, There is another paint 
of view, though, that says this deal marks 
tha point at which EA's position within the 
industry subtly changes. Previously just the 


biggest thirdparty publisher, other publishers 


would at least go through the motions of 
talking about competing with EA. Mow, 
however, EA's dominance, combined with 
its own middleware solution, potentially 
makes it even more powerful than console 
manufacturers such as Sony and Microsoft. 
Its refusal to publish games for Sega's 
Dreamcast doomed the console in the eyes 
of many outside Japan. Its clout was also 
revealed by Nintendo's decision to reduce 
the licence fee it requires ж to pay 
in order to release GameCube titles when 
EA made noises about scaling back 
support. Instead of a typical $7 per disc, it's 
believed EA's preferential rate is around the 
$2 mark. EA still pays the standard rate for 
Xbox and PS2 disks — опе reason it is often 
ioked that EA makes more money for Sony 
than Sony does. The question remains: is 
such dominance good for the industry’? 





For many, EA's Harry Potter games crystalise everything they mistrust about the company - so-so 
titles which dominate the charts on the basis of valuable licences and extravagant marketing 


EA's rise to power 
it's hard to imagine now, but EA hasn't 
always been the biggest and best. Back in 
the mid- 90s, an ambitious outfit called 
Acclaim ruled the roost. With revenues of 
over $500 million in 1995 and game 
franchises such as Mortal Kombat, WWF 
and NBA Jam, it seemed unstoppable. As 
often happens in the industry, the wheels fell 
off a year later. As EA's revenue hit Ф600 
million, Acclaim’s slumped to under $200 
million. More than just a cheap morality tale, 
such rollercoaster behaviour has been 
typical of the industry. Success has seldom 
been turned into long-term growth. 

But while others have risen and fallen, 
EA has sailed through, growing almost year 
on year. Its trick has been a laser-like 
concentration on licensing and the best 
distribution in the business and a marketing 
department that doesn't confuse its 
customers. Amazingly, it was also the first 
publisher to get a handle on meeting release 
deadlines. According to Bing Gordon, the 
company s long-time chief marketeer, the 





To many, the Tiger Woods series is now another must-have yearly update in the EA Sports roster. 
Meanwhile, EA Games has extended its licence to work with Bond properties until the year 2010 


rule of thumb is that a fixed release date will 
increase sales by 30 per cent. “When 
customers say; ‘I'll buy it later", it means 
never," he states bluntly. 

Combined with the concept of regular 
sequels — preferably yearty for any sports 
games — it has revolutionised the retail 
h respects, to date, EA's 
success has been ~ for the videogame 
industry, It's forced other publishers to get 
professional and focus o 
meeting deadlines and having effective 
distribution and marketing systems. 

"EA really fo 
activity," says one ره‎ in an up-and- 


channel, And in su 


n issues such as 


cuses on its point-of-sale 


coming publisher. When | was last in the 
US, | took our office manager out to Target. 
| stood him ten feet ۲ 
asked him to point out the games that 
stood out, Every single game he pointed 
out was either EA Games or EA Sports, 
with the exception of Vice City." 


om the shelf and 


EA in charge 
One lesson EA brought into play was the 
value of celebrity branding. Its first chart- 
topping game was Chuck Yeager Flight 
Trainer. It's built the Madden brand of 
American football games into the most 
successful US franchise ever (see "The 
Madden method’) and applied the lessons 
leamed from that game's 15 successive 
yearly releases to build EA Sports into the 
dominant brand — the label is said to own 
over two thirds of the entire sport-based 
games market. 

It's this sort of monopoly position that 
worries people. Such is EAS stranglehold on 
it no other companies 





can compete. Even Microsoft and Sony 
have decided to drop their football, 
basketball and hockey releases this year, 
leaving only Sega's ESPN-licensed games. 
Interestingly, Sega's NFL game, outsold last 
year ten to опе by Madden, has been 
released a 
squeeze is spreading. In the racing genre, 
EA blasted into the top spot in 2003 thanks 


t budget price point. And the 





to the five-million-plus success of / 

Speed: Underground. This years sequel, 

combined with the potential of Burnout 3 - 
afranchise made a success by Acclaim 


before EA muscled onto the scene, let's not 


forget — is already setting alarm bells nnging. 


Even titles that would have been previously 
Unassalable such as Gran Tunsmo 4 are 


games such as GTA: Vice City, State Of 


- 


Emergency and Manhunt, was set up for 
much the same reasons. 

A more subtle result of this attitude will 
ba seen during the second half of the year 
Because of production issues, blockbusters 
such as Doom 3, Half-Life 2, Halo 2, 
Metroid Prime 2 and Killzone, none of which 


“If the whole industry gets bigger and becomes 
much more profitable, EA as the biggest player 
just gets a larger slice of a much bigger pie" 


under pressure, іеї alone ones such as 
Acclaim's Juiced and Eidos’ Crash 'п' Burn 
The resuit has been a move to 
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extremes, notably the sort of mature games 
from which EA has traditionally shied away. 
One proponent is Midway. Previously with a 
core of well-respected sports games, 5 
now renventing itself under the direction of 
ex-Playboy CED David Zucker. Looking al 


the industry with a fresh set of eyes, he's 


stated that the company's new focus will be 


M-rated games, a philosophy backed up 
with the release of The Suffenng and which 
will be extended with games such as Narc, 
Area 51, Mortal Kombat, and the Unreal 


series, lake Two's Hockstar label, behind 


are from EA, are competing with each other 
within the FPS genre, as well as trying not to 


be pushed out by GTA: San Andreas. “The 
likely resuit is that few wil meet sales targets 
it's perhaps in this light that the most 
fundamental anti-EA feeling wil become 
evident, With notabile exceptions, it doesn 1 
make the sort of games that are listed in 
critics" top 1005 of all time. For all the 
money EA's made from the James Bond 
licence ~ a deal now extended to 2010 - it's 
never made one to touch Rares GoldenEye. 
European football fans still prefer Konami's 
Pro Evolution Soccer to FIFA, despite the 
nonsense of not-quite-comect player 
names. Its biggest garnes of the last few 


It may maximise the potential of brands like 
LOTR and Def Jam, but EA's own IPs, such 
as The Sims and NFS, sell many more copies 


years have been based on the IP of other 
industries - The Lord of the Rings, Harry 
Potter = while Medal of Honor is Saving 
Private Ryan by another name. 

Yat, if Lau-Koa is to be believed, the 
bigger EA gets, the better it will be for the 
entire industry in the long run. "I've been 
surprised about how frank the senior EA 
guys are about their desire to make this a 
healthy industry Tor everyone,” he says. 

"| almost hesitate to say It, but | think it 
паке sense to EA from an almost altruistic 
pe рене я If the whole industry gets 

ger and becomes much more profitable, 
as the biggest player just gets a larger 
slice of a much bigger pie.” 

In that respect, at least, the Criterion 
deal Marks a point of change. Already too 
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openness wih wnmon it snares (Па! 


Knowiedge will De closery watcned, 


Compet bon is 900 a. but the real deal 
now for EA is to look for opportunities 


outside the vx ioa ne industry 

As one of Xbox's creators, Seamus 
Blackley, has pointed out 
can create their own IP and outsource it to 








pushers 





other media sectors, gaming will remain a 
secondary creative industry. Now would 
seem to be a good time for EA to 

accept the challenge, 


EA: an accountant's dreary 


Even in the hyperbole of the gaming industry, 
EA's financial muscle is incredible. The first 
company to break the $1billion revenue 
barrier in the financial year ending 1999, the 
$2billion barrier followed in 2003. It missed 
the S3billion barrier in 2004 – a year in which 
it released 32 games, 27 of which sold over a 
million copies - by $43million. Compared to 
its nearest rival, Take Two, that's almost three 
times as large. Whereas in terms of its stock 
market capitalisation, a better indication of 
how moneymen view future prospects, its 
$14.5billion worth is ten times Take Two's 
valuation. But the really scary thing is its 
profitability There's an off-told story that EA 
makes more profit in its Christmas quarter 
than the rest of the industry makes in the rest 
of the year. Not quite true, bul it usually does 
make more profit per year than the rest of the 
US and European publishers combined. In 
2004, for example, il made $57 7 million profit, 
compared to a combined total of Activision, 
Take Two and THO of S212million, And the 
gap between it and its rivals is growing. 
Taking into account Take Two's dramatic rise 
on the back of GTA: Vice City, EA still 
managed to increase the ratio between its 
annual profits and that of its nearest 
competitor (which used to be Activision but 
is now Take Two). Unsurprisingly, it has more 
cash in the bank than it perhaps knows what 
to do with: $2.4billion at the last count. 





Innovations like EA Trax, as featured in SSX, 
have bolstered EA's financial position and 
attracted the attention of the music industry 
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Sony hails handheld dawn in Japan 


PlayStation Meeting 2004, which took place last month at the Shin Takanawa Prince 
Hotel in Shinagawa, saw existing hardware praised and the PSP format cued up 





joined Sony on stage at the event, with 
short demo of Sengokumuso on PSP. The 
prospect of playing over à 16player wi-fi 
network was a big one at the event 

Than came the PSP project no one was 


expectina: Talenan. Initially a transiation 


mogra 2 nep Japanese TSS 


overseas, Sony has added several features 
to make it enjoyable as a game. The simple 
interface featuras a bird that acts as your 


mentor, teacher and companion, Voice 





recognition is claimed to be excellent even 
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ed, and it works in Sony's Ken Kutaragi was positive about 
Japanese and Engish. Users select a PSP, despite what appears to be some 
situation, Ike the front lobby of a hotel; and caution in the Japanese gaming market 
the 'game' manages the situation as you 


Interact with, and talk to, those around you media disc) format. UMDs will cost 





- such as the hotel receptionist or lift publishers Y250 (21.25) per unit (compared 
PlayStation Meeting 2004 was dominated by (what else?) PSP. Sony is looking to make 
the platform attractive to publishers and also emphasising its capacity for playing games 
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test Users’ pronunciation бу giving marks to and Y300 (£1.50) for dual-layer, and Sony, 
each attempt. More options and modes will revealed that small orders will be accepted 
A Iter a surprising tribute to Nintend Kutaragi observed that hardware sales be revealed later. for و سر‎ allowing publishers to press 
and its Famicom, Sony president would keep slowing down as the PS2 just 1,000 copies at initial release and 


Ken Kutaragi drew a parallel between market is saturated, with any serious Anew PSP RON batches of 100 for repeats thereafter 
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Both the PlayStation and PlayStation? are buck this trend in the meantime, 2004 and designation now being the portable making games for the format has ۵۵۵ 


at 


bout to join the Famicom and Super 2005 will be dominated by software sales. PlayStation’, emphasising it as a take- from 36 to 59. The company also 
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Famicom in the км hall of fame – Then it was tima for Kutaragi to go into anywhere gaming device. Cleany the announced a 128bil copy protection 


PS1 has just reached the 100m units detail about the company's plans for its PS3 

5010 mark, while ps? has sold ? 1m in aunch. The machine’s design and the first | х 

just five years. technical demos should be revealed ir Sony was keen to announce that, since ЕЗ 
But the key message at the event Japan around March, followed by a much 


was tor the upcoming PSP launch more detailed presentation during E3 in in May, the number of developers making 
[ Seeing 5 beleving! |, PlayStation and May, accompanied Dy a number of games. games on PSP has jumped from 36 to 59 
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possible — and with PSP, Sony said that it the console's release Mis should be console and not a media player revealed that an EyeToy-like camera should 
wants to mimic Nintendo's Game Boy, by sometime around February or March 2006, The company also released figures be available soon after launch, as well a 
installing a console in everyone's pocket. Only one thirdparty publisher, ۵, conceming its proposed UMD (universal microphone-equipped headset 

No new intormation was offered 
concerning the machine's price or final 


release Cae. nor about A 


is battery We 
Several Japanese developers remain 
suspicious, convinced that PSP will be a 
costly proposition and, therefore, aimed at 


an adult audience with the money to buy й 


oquare Enix has now been 


amed as 
one of the companies working on the 
machine, although it nas yet to show what 
t ۱5 planning, a Sign that the company may 
be waiting to see how the plattorm 


performs before it commits 





Meanwhile, other Japanese developers 


Hudson's original PSP title, Rengoku: The Tower Of Purgatory, is a surprising departure from its usual effervescent fare. An action-RPG remarked that the PSP hardware iS nol 
with ‘dark and mature’ themes, the only details released were that it would be available at PSP launch, and feature wireless networking suited to children's small hands, while 


others are not happy with the D-pad, which 
is presenting the same problems as the 
onainal PlayStation joypad: it's simply 
uncomfortable when attempting beat 'em 
up-style manoeuvres. Moreover, the L and 
A buttons, which seem fragile, may yet 
need reworking. 


Sony had to have something tangible for 


the show, and it obliged with six playable 
PSP games. Most of these were still in the 
early stages of production, but they 
managed to deliver interesting experiences. 
Unsurprisingly, the 2D games were 
closest to being finished, and Sega's Puyo 
Puyo Fever was the most impressive, with 
high-res graphics and smooth animation. 
Fighting garme Vampire Chronicie (aka Dan 
Stalkers) from Capcom was suffering from 
the constraints of the uncomfortable D-pad, 
and its graphics lacked fluidity. As an early 
demo, though, there's hope for a much 
smoother 60fps when it's finished. 
Dokodemo Issho, another outing for 
ЭСЕ feline mascot Toro, was a 3D 
game, but one with a 2D style. Like Puyo 
Puyo, it's already demonstrating crisp 
graphics. In terms of true 3D software, 
Shin Sangokumuso from Koei was the 
most impressive, with a good example of 
how to use the analogue ‘trackpad’ 
positioned below the PSP's D-pad, and 
the game provided a similar experience 
to the original PlayStation version. 
Konami's Metal Gear Acid was, 
unsurprisingly for a Kojima title, displaying 
lang cinematic and dialogue sequences, 
which made many showgoers talk about it 
in terms of being a ‘digital manga. It 
remains to be seen how the action phases 
will give the game more dynamism. 
Meanwhile, From software's Armored 
Core Formula Front (see p47) surprised 
many attendees, as it was not the mech 
action title everyone expected but a more 
thoughtful Al simulation game. 


The Japanese launch line-up 

It's clear that PSP game development is still 
at a very early stage, with only Puyo Puyo 
Fever advanced enough at the PlayStation 
Meeting to give any impression of how the 
hardware will perform as a gaming platform. 
The games will obviously evolve dramatically 
in the coming months, but the time-to- 
Japanese-launch clock is ticking, and it's 
difficult to see how certain titles will be 
radically overhauled throughout the 





As you'd expect from a game of its ilk, Sega's Puyo Puyo Fever is a PSP title that doesn't 
have far to go before being complete. But how will launch software like this be received? 


remainder of their development schedule. 
PlayStation Portable looks as if it will be 
lacking a truly stellar line-up at launch, 
although there could be surprises. Namco's 
handheld version of Ridge hacer has not yet 
been demoed, but it would significantly 
bolster the initial roster (and the software 
selection will obviously be seriously ramped 
up upon western release). Certainly, the 
prospect of Ridge Racer or Winning Eleven 





Armored Core makes its debut on PSP 
with Formula Front. The series' profile in 
Japan should ensure it some attention 


over a PSP wireless network is strong 
enough to suggest that Sony's portable- 
gaming debut should be successful in 
Japan, at least if these garries arrive 
quickly enough. 

On the topic of development, Sony also 
confirmed that PSP devkits have been 
delayed, leaving developers relying on 
emulation suites. The first version of the 
proper technology is expected to reach 
developers within weeks, however, and a 
performance analyser should be available 
for spring in 2005. 

Clearly, with its attractive media unit 
costs, Sony is attempting to make PSP as 
attractive to publishers as possible. 
Development costs for anything other than 
ports or remixes will be high, and without an 
attached licence any new game could be a 
risky proposition. A paucity of early titles will 
ensure that simple games like Puyo Puyo 
Fever have a decent chance of selling. 

Expect things to hot up on the 
PSP front in the coming months. 








PS Awards 2004 : 





It was no surprise that this year's awards 
reflected the story currently at the heart of 
the Japanese game industry: lower sales. 
No double-platinum prizes (for 2m copies 
sold) were awarded. Nevertheless, Sony is 
confident that next year will be very rich in 
double platinums, with at least FFXII and 
Dragon Quest VIN aiming to sell that many 
copies. While it is true that the lack of 
such prizes in 2004 works against the 
image.of the platform, everyone is 
axpecting 2005 to be a better year with 
the two most popular RPG franchises 

(FF and 00) leading the way. 

Sony has also decided to reform its 
budget series for ۲5۵, The Mega Hits! 
collection (games selling at more than 
500,000 copies) was merged with the The 
Best collection, a unification which points 
to the growing lack of titles selling 500,000 
copies or more in the current market. A 
new logo and package design have been 
made to distinguish the old and new The 
Best collections. 

Eleven games received the Gold Prize 
for 500,000 copies sold: 

lll Derby Stallion 04 (Enterbrain) 

B Onimusha 3 (Capcom) 

5 Shin Sangokumusoa 3 Moshoden (Koei) 
E куи Powerful Proyakyu 10 (Konami) 
B World Soccer Winning Eleven 7 
International (Konami) 

Ш Gran Turismo 4 Prologue (SCEI) 

5 J League Pro Soccer Club wo tsukura! 3 
(Sega) 

E Taeko no Tatsujin Appare 3 daime 
(Namco) 

B Kidosenshi Gundam Meguriaisora 
(Bandai) 

Ш Kidosenshi Gundam AEGO vs Titans 
(Bandai) 

E Dragonball Z 2 (Bandai) 

The Platinum prize for a million copies 
sold was picked up by four titles: 

E Sengokurmuso (Кое!) 

B World Soccer Winning Eleven 7 
(Konami) ? 

W Dragon Quest V (Square Enix) 

B Minna no Golf 4 (SCEI) 
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izmondo bets all on convergence 
Having let Nintendo soften up the mobile market, Tiger Telematics 
reveals the final form, price and release schedule of its handheld 


























ther than a decade s head start and a ^ - —— | — —— — [ ۲ 
Q brand narne to kill for, the Game Bo 

always had one thing going for it simplicity 
By contrast, the new generation of 
handhelds are all convinced convergence is 
the future. Manufacturer after manufacturer 
has stuck its finger in the mobile gaming pie 
and pulled out a strange fistful of plums: 





mp3 player, Bluetooth, touchscreen, radio. 
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Gizmondo is a serial offender. Gaming, — — —— 


SMS messaging, camera, music and movie Angelfish is a classic 2D shoot 'em up, which is a good indication of Tiger Telematics’ 
olayback, GPS, Bluetooth and GPRS are willingness to exploit more old-fashioned genres which may work best on a digital D-pad 
part of the package. but just when you re 

about to sit down and christen it the perfect a price of £230. As Edge goes to press, its games it hosts. Already announced 5 
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go into customers’ hands in O4 this year а! other capabilities into the mechanics of the Gizmondo (or agreed by the FIA) - is 


fl ese. 
i La æ е 


The only change still 
to be made to the 
prototype is this new, 
final button design 
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relevant shoo. Its an idea that will send a 


Stunt Car Extreme (above) and the 
Jensen Button-endorsed Chicane will be 
the first 3D driving games on Gizmondo 


sickening shudder down most people's 
spines = a gaming device with guaranteed 
spam = but Tiger is adamant that only 
adverts which are of active benefit to the 


tapping into the GPS systems of Formula user will be accepted. Time will tell, but 


Опе cars, relaying their live positions to your there's no question that building a second 

handset and allowing vou to race alonaside revenue stream into а device which nis 

them on a sunny Sunday aftemoon. being crushed by more established brands 
Beyond gaming, Gizmondo has some demonstrates a kind of realistic thinking 

very appealing properties. While it doesn't which bodes well for its survival. 

operate as a phone, the pre-paid SIM card With all eyes mooning at the PSP, it's 


Gaming, SMS messaging, camera, music and 
movie playback, GPS, Bluetooth and GPRS 
are all part of the package, but it isn't a phone 
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integrating well with the 640х480 VG Running Windows Media Player 9, using‏ 


standard MMC с cards for storag 
game software) and supporting USB for 


A 
camera. While it's a peculiar notion — does 





anyone rely on texts heavily enough to swap 
their main SIM card into their Gizmondo, 
and will having a secondary Gizmondo 
phone number be more confusing than it 
worth? = it makes more sense than hav ang 
the technology in the device and not 


allowing users to access it 


The GPS can be used as a tracking 
device, and applications can be sold that 
ri Turn The unit ۲ а" п Зерт 


receive targeted adverts – short film clips ۵ 
two-for-one offers which would send you a 


barcode which you could display in the 





ae 
more plausible way of integrating mp3 
collections and downloaded movie files 


into а gaming dewce. The quality of 


playback is perfectly watchable, and audio = 


whether through headphones or the 
onboard speaker — is clear and distinc! 

The contest then comes down to 
battery lite. Gzmondo'’s claims are modest. 
and consequently behevable = three-and-a- 
half hours of continuous gameplaying or 
movie watching, 120 hours on standby 

Even with all this, it's still a tough set. 
Gizmondo has a lot to explain to a market 
«nown to be sceptical and conservative, 
Without truly excellent, tailored software it's 
unlikely that it stands a chance. Tiger 
Telematics is the first to recognise this - 
confident in its product but keenly aware of 
its underdog status. It's this that gives the 
company an interesting edge. 
he question then becomes one of 
whether it will have time to fully exploit 
the unique qualities of its device 


betore the Dig boys turn up 


ata connections, Gizmondo offers a much 








Colors, the first GPS FPS, is a high-risk 
game. No other genre is as unforgiving 
of a poor D-pad or a jogged elbow 





Super Drop Mania will ship with the device. Part Tetris, part Puzzle Fighter, part Pokemon Puzzle League. it's yet another hybrid block 
game. Its time-wasting gameplay should be a perfect match for a mobile device, and will provide a good contrast to more ambitious titles 
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Edinburgh experiences gaming storm 
Second International Games Festival to be held in Scotland provides 
positive signs for how electronic entertainment can be showcased 











his isn't a knee-jerk Scottish weather 
d joke, but this year's Edinburgh 
International Games Festival was greeted 
with a nasty bout of what was termed 
‘good museum weather’. it did little to 
dampen spirits, however, as the festival 
demonstrated its ability to grow and 
develop from last year's modest start. 

This year there was a much greater 
sense of public access. Go Flay Games, 
held in the same space in the Royal 
Museum that previously hosted the Game 
On Exhibition, attracted enough interest to 
produce queues which snaked ошоп the 
street, Inside, STALKER, Doom 3 and Four 
Swords Adventures all proved successful 
draws, attracting both holidaying gamers 
and faintly bamboozled museum goers. It 





The industry's PowerPoint skills were 
tested to breaking point - and in some 
cases beyond it - during the sessions 


was genuinely uplifting to see good games 
displayed in the kind of environment we ve 
campaigned so long for: friendly, bright and 
welcoming. The worth of the expenment 
was proved by every granny who 
succumbed to EyeToy and every 
disapproving father who stopped dead 
and drooling in front of PGR. 

Less convincing were the screenings 


held at the Odeon cinema, These most 
clearly demonstrated the challenge which EA's Steve Shnur, Future's Greg Ingham and Eidos's lan Livingstone all gave well-received 
j p presentations. None got as many laughs as the slightly inept Gametrak demonstration 





faces tne festival: how to balance the needs 
of the curious but unintormed pubic, the 


devoted and demanding game fans, and The conference itself was a mixed bag. videogame industry needs to think more like 
the serious-minded and occasionally Wide-ranging sessions included Seamus Hollywood. The Edge Award jury returned 
sceptical industry delegates. It's a tall order, Blackley (now with the Creative Artist's its verdict, awarding the prize for innovation 
and as the festival grows it will become Agency) and EA's Neil Young debating = for and excellence to Made In Wario, while the 
easier for specific screenings to be targeted once in an informed and meaningful way = BAFTA Interactive award for new talent was 
more precisely at their likely audience. the old question of whether or not the given to Sony London's Paulina Bozek for 


her work on SingStar. 
Lighthearted highlights ranged from 


It Was genuinely uplifting to See good games Dominik Diamond's exploration of the more 


offensive end of the four-letter-word scale 


in the kind of environment we've campaigned to the spectacle of the combined wit of 

= اس‎ | | ۱۳ Seamus Blackley, Denki's Gary Penn and 
so long for: friendly, bright and welcoming ам aids 
failing to recognise a screenshot of Half-Life 
during the girls-vs-boys quiz finale. The girls 
(with the help of a gender-bending Jez San) 
were crowned clear winners. 

Although an undoubted success this 
year, the festival vill have to find better ways 
to provide detailed and specialised debate, 
without damaging the sense of public 
accessibility, in order to become a key focus 
for the industry. And it's accessibility, 
surely, that is the point of taking 





M e ha : The girls (top) mime a strange variant of 
Go Play Games, despite taking over only a corner of the museum, generated considerable videogames to Edinburgh at the "Wes Tetris, and (above) Nintendo's David 


local interest. Friendly and informed staff were on hand to encourage nervous novices height of festival season. Yarnton accepts his Edge Award 





PlayStation Experience heads north 


Sony spurns London's baffling Games Week and takes 
its roadshow to the thrilis and spills of Alton Towers 





7 ast summer, Sony taught ECTS how to 
suck eggs. The second PlayStation 
Experience drowned out the ailing trade 
show, attracting ticket sales of over 35,000. 
This year, as industry attention splits 
between Olympias ECTS and GDCE events 
and ExCeL's Game Stars, EGN and ЕРЕ 
sony has cut London's Gordian knot and 
gone where it thinks the people are. 
Following on fromthe mix of 
performance and gaming which made last 





years event such a success, Sony clearly 
intends to take full advantage of its music 
heritage, promising performances from uda LU En js A aod coy 

psat ts прото compie ака rade fure, 


breakthrough urban acts and established 
chart artists. [he event will run for à week, 





that it had founded a new office in She | quen 





but VIP Experience goers and competition 
winners will have priority access to the with the intention of breaking into the 


parks most popular rides on Thursday "en Sanh Für le 
September 23, and will be able to play new 
and unreleased PS2 titles. These special 
quests will get to stay on for a lavish 
aftershow party and mingle with celebs. 
Details remain a little sketchy at this 
stage, with no confirmation as yet of 
specific titles available at the event. The late 





participate in retire font actor. | 
announcernent prompts speculation that 
Sony, perhaps unsure of which London 
iocation to endorse, was only able to finalise 
its summer plans very late in the day. 
^S it's hard to see how the triple 
attraction of rollercoasters, videogames 


= late summer sun could fail to Last year's event (top) was regarded by most visitors as an absolute success. The shift to 
pull in punters. = Alton Towers’ facilities will mean a change in appearance, but the aim will remain the same 
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Hyundai Digital, which draws on Initial-D. н‏ 





Hecently reviewed 





A rundown of last issue's review scores 
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MEN a onani ныз The ESA does make available information on 
Sudeki Xbox Microsoft Climax 6 Statice e Ae уі independent 
Chronicles Of Riddick: Escape From Butcher Bay Xbox Vivendi Universal Starbreeze T researchers ona veniet Fort s involving. 
Spider-Man 2 GC, PS2, Xbox Activision Treyarch 6 
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Gradius V Sudeki Chronicles Of Riddick Spider-Man 2 
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Tracking developments in development 





Discreet seeks to Max out 


^ 
„+ 
| 


Аз the visuals-creation market grows ever more competitive, old 
hand 3D Studio gets a makeover in an attempt to show its muscle 





n a world where hit games are vital 

for financial success, even tools 
companies have been jumping on the 
bandwagon. It's a trend that's notably 
impacted the companies supplying the 
3D modelling and animation packages 
that make up the foundation of all 
development. Softimage's flagship for 
xal remains Half-Life 2, while Alias 
uses calling cards such as Call Of Duty 
and Gran Turismo 4 to highliaht the 
advantages of Maya. 

For Discreet, and its 305 Max 
product, the situation has been 
somewhat different. it has traditionally 
placed less emphasis on poster 
children, instead focusing on the fact 
that it's used by the majority of game 
developers. Discreet claims Max is 
used in some form in around 80 per 
cent of game projects. 

The announcement of its latest 
release demonstrates a change of 
policy, however. Backed by intemal 
reorganisation, which has resulted in 
its non-entertainment business being 
merged into parent compary 
Autodesk, Discreet is ready to come 
out fighting. The most striking example 
is the high-profile presence of assets 
from Ubisoft's Prince Of Persia sequel 
to illustrate some of the package's 
features. Previous releases had been 
illustrated by models created either by 
Discreet itself or hired-in freelance 
artists, so it's a mark of how seriously 
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the company is taking the business af 
upping its profile. it's also a good 
example of what Discreet's animation 
product manager Dave Campbell 
says has always been one of 3DS 
Max's big selling points. 

"Games is a hit-driven business: 
you've got to have hit games in order 
to stay alive, For developers this can 
aften boil dawn to having a rock-solid 
art pipeline, particularty when it comes 
down to things such as sequels and 
reusing content,” he explains. "3DS 
Max is a known quantity so there are 
lots of expenenced animators and 
programmers, which is vital when you 
need to ramp up teams quickly for 
sequels or even revive a 305 Мах 
version three or version four pipeline." 

Something else Discreet is keen to 
stress is Max's cost-effectiveness. 
Priced at £2,695, the new release 
comes complete with Character 
Studio as well. This plug-in package 
for advanced animation previously cost 
around £700. It's now bundled with 
the 3DS Max 7 licence, thanks, in part, 
to the purchase of Unreal Pictures and 
the integration of its expertise inito the 
core development team. 

"Even though we've shortened our 
development cycle and tightened up 
our team, | think developers will find 
there are more production features in 
Max 7 than there's ever been 


before," Campbell reckons. وبا‎ 
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The latest version of Discreet's 3DS Max modelling and animation package 
demonstrates its power with the help of Ubisoft's all-new prince of Persia 
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А new way of quickly equiping characters with clothes is 305 Max 7's skin-wrap deformer, which animates 
objects by interpolating movement from the underlying skin, allowing the prince's threads to move naturally 
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One production tool in 3DS Max 7 is a skin-morphing engine which means artists can 
more realistically animate rotational movements, such as the elbow bend seen here 


What's in the box? 


Corporate positioning aside, there are plenty of new features in 3DS Max 7 to excite artists 
and animators. A tool to generate normal maps is one key addition, which has been 
developed in conjunction with clients such as Epic and BioWare. Other tools include a 
progressive morph engine so artists can set up muscle flexing, and a skin wrap deformer, 
which means props and clothes can animated directly from the movement of a character's 
skin, Support has been added so models can be exported in the appropriate formatdor 
Sony's PSP. and a similar exporter will soon be provided for 3D Java mobile phones, too. 
More generally, Discreet has worked hard to ensure models and environments match their 
in-game look as much as possible by optimising the texture management workflow. 





WWW. discreet com 
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ne rigi ht suit for the job 


Animazoo's GypsyGyro-18 motion capture suit is so flexible, 
the company claims that you can even use it underwater 





Animazoo's GypsyGyro-18 motion- 
capture suit contains 18 gyroscopes 
which transmit positional and rotation 
data wirelessly to a base station. As 
well as providing clean data, the system 
can capture multiple actors in realtime 





here's nothing like a big expo to 
+ fuel a marketing department's 
hyperbole. And while 'multi-person 
rnotion-capture record to be broken at 
graph - the headline coming out of 
Brighton-based Animazoo = may not be 
setting the world alight, it's certainly 
marking the c 
watch in the computer animation space. 


ompany out as one tO 


Strictly speaking, of course, it's 
arguable whether Animazoo's 
demonstration of captunng the motion 
ive actors simultaneously would 
actually be defined as a record. Films 
such as The Matrix series have routinely 
captured many more actors. The rub, 
however, is Animazoo's assertion that 
its the first to be able to capture such 
motion and use it to drive CG 
characters in realtime, without any 
post-processing. 

Traditionally this has always been 
the bugbear for users of motion 
capture. It's a great way to generate 
large amounts of animation quickly but 
it has always taken time, typically days, 
to ensure the data is clean enough to 


plug into a game engine, despite recent 


strides taken to automate the process. 


This 5 where Animazoo thinks its 
novel approach pays off. While standard 
motion-capture systems work by 
defining fixed areas in which optical or 
magnetic systems are used to track the 


Capturing new markets 


As well as usual motion-capture clients such as game 
and film companies, Animazoo is keen to promote its 
technology in mare novel areas. One of its cheaper 
electro-mechanical sults has been tested for use in 
karaoke bars, for example. In this case, the singer's 
movement is used to animate an onscreen CG character 
while lip synching is provided by phonetic recognition 
software which is fed by a small microphone attached 
to the headgear. Another experiment is the 

DJ-focused Exosense. This captures the movement 

of thé wearer and uses it to generate sounds, loops, 
lights and visuals through Interaction with a MIDI 

mixing desk and appropriate software. Perhaps the 
most bizarre idea, howewer, is the introduction of 
motion capture to the courtroom. Labelled forensic 
animation, Animazoo reckons its motion-capture 
systems have the potential to enable lawyers to present 
certain evidence in a much more jury-friendly manner. 


movement of an actor's limbs, 
Animazoo' latest GypsyGyro- 18 suit 
uses 18 small gyros which are built into 


+ Lom = йс 
а! усі ra body suit. Each of these sends 
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up to 125 times per second wirelessly 


to a base station, which can be up to 
40 metres away. 

The result is that the actors aren't 
restricted to a particular capture area. 
The system is quicker to set up, too 
with calibration taking about ten 
minutes, and according to Animazoo's 
MD Ali Kord, tne resuitir i an on 
data doesn t need any cleaning up 

"Getting good raw data from motion 
capture is a real first,” he says. “lf you 
have to clean up data after a motion 
capture session, it's easy to end up 
destroying the subtie nuances, That's 
why we say if you're cleaning data 
you're killing data." 

A corollary is that actors can be 
recorded doing more нена 

ctivities. Animazoo's systems have 
Deen used to capture skateboarders 
performing in an open arena and, most 
recently, a motorcyclist travelling at 
TOü0mph around а manufacturer 
track. КОГО aso boasts that with 
GypsyGyro-18, capturing people 
swimming is now a possibility. "The 
only limitation Tor this sult is 
your imagination," he claims, 
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OT Thes Getting an NES advantage 


there's ‚ПО thing ike the тее of a a SNES pad when you re hopping 


around comers on 1 а сй Мало Kart. Its not iLIST that the cursor 
keys don t cut it, but something less easily defined: game pads 


have a feel, a weht, a history and an implied memory ahd that's 
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for modern-day PCs, replacing awkward proprie 
USB fittings. They also do converters and multitaps, and while 

their prices aren't cheap, their 7 is are elegant, and sure to 
make you the envy of every geek in your neighbourhood = even 
that smug-looking fellow with the NES belt buckle. Visit them at 
WWW. Sealecomputing. com retrozone 


Flash: saviour of the teabreak 


eee Out There's regular Flash-game wonderland 
presents two interactive deagnhts this mont via 
Scarecrows is a Scratchy, bleak, beautitul thing, polar opposite in 
aesthetics to orisinal.com but stikinaly similar in old-school ethics, 
It's like a Game & Watch with fluid animation and real physics, 


drawn with a scribbly stylus by a talented goth, and it sits al 
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located at www.sticky, tw 


Gyrkam Atos, meanwhile, is 
dqame/cyr«am  airtos and accuratety simulates killing сех adi time in 


an office. Balls of rolled-up paper are fed from the background D, 
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n doesn't necessarily come into 
rface design, for example. With 
: ۱ think | have an advantage, as a 
heterosexual woman, in that Playboy just 
wasn't part of my past. | was also able to 
equalise my interest between the pictorial 
side to Playboy as well as the editorial and 

journalistic integrity of the ma azine. р 


ауду; The Mansion designer Granda Braithwaite talks to warory.cam 














"If Hiroshi Yamauchi phones me up, 
| will pick up at once.' 


Hill Gates awaits а very important phone cal 








“It was tempting to take a stand and say that 
our products were never going to use any 
advanced Creative/3DLabs p | 
because of their position on p 
gaming software algorithms, t 

would only have hurt the u 
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Super Publicity Seeker Alpha 


US: As gaming's acceptance/notoriety/back pocket grows, so 
does its ability to attach C-list stars to its events. 'G-Phoria – The 
Award Show 4 Gamers’ (because the one thing gaming really 
needs is die award dico was US station G4techTV's own 
attempt to imbue the industry with the glitz and glamour of 
Hollywood. It certainly succeeded, as long as you equate 
Hollywood" with ‘Anna Nicole Smith doing slightly dodgy cosplay’ 
The busty model, previously sorta famous for marrying a 
nearty-dead rich man and being insane on her own reality TV 
show, dressed as Farah from Prince Of Persia and Ivy from Soul 
Galibur. So, that just about outstrips Jordan playing a prostitute 
from GTA. We await next year's Game es and Holly Valance 
dressed as Bowser. 


But is it art? 


Australia: The highbrow echelons of the gaming community play 
introspective philosophers and ask: ап videagames be ап?" E 
perhaps the question really should be: “Can art be videogames?" 
because that's one that can be answered more succinctly, at least 
by anyone aware of Andrew Best's work which, according to the 
Australian Centre For The Moving Image: ‘Collapses differing 
perceptions of actual into one another, making hierarchical 
certainties difficult to determine’. Yes, that was always the problem 
we had with Donkey Kong, determining its hierarchical certainties. 
Maybe it'll be easier now that Best's collapsed the differing 
perceptions of actuality using only scaffolding, barrels, drums, 
fabric; fans, globes, chain and plaster. Level two next, please. 


Brain war 


Sweden: We first covered Minciball a few years ago, after a brief 
encounter with the emerging sport in Amsterdam left the 
magazine reeling from laid-back defeat. We're much more Zen 





ys, Of course, and now can prove ji thanks to the 
hardware's (slightly tardy) commercial release. The game's a little 
ike a tua of war played with the brain. Players sit at either end of a 
table and try to ‘push’ a ball toward their opponent using mind 
power alone. Headsets sense how relaxed the user is, and 
applies force to the ball appropriately; stress out because you're 
losing and the loss is guaranteed. It's all about striking a balance 
between not caring and caring enough to not care, which is as 
curious as you might imagine. Details at www.mincdball.se — 
come and have a go if you think you're blissed enough. 


Data Stream If Wore mace games 
Choice cuts from Microsoft's spellchecker, but what are they? 


Frottage 2D shmup fun with underwear 


World Of Aircraft Massively mulsipiayer fying 
Bobtail. А solar-oowered cat 


Vicarage More chaining, vicar? 

Shame Ryo hides his face 

Parapet The Rapper Fortified rhythm action 
Gyrator Man Spinning to the music 
Majorca's Mask Makes it look like Tenerife 
Grandma An PPG for all the family 

Metric Fusion imperial prime? 
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e © Simply Games 
At the heart of gaming... 
www.simplygames.com 
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Win free games for a year 


UK: In a blatant attempt to further sell out, we've teamed up with 
gaming website SimplyGames.com to give one isis winner the 

ance to win £100 to spend on games every month for a year 

You have complete freedom to choose any game you want 
(so long as you're not too young = don't forget those Еред 
ratings now). Pro Evolution Soccer 4, Halo 2, Doom 3, Forz: 
Motorsport or Call Of Duty — all these blockbuster titles and 
more could be yours for free. 

Also, ten runners-up will get one normal-priced game of their 

choice, so lona as it's on the Simply Games site, 

For your chance to win, point your browser at the Simply 
Games website and click on the Edge competition link. 





Half-Life ships 


Scotland: Five years ago, we devoted a section of Out There to 
discussing Half-Life mods. “With 163 mods currently in 
development, even [Valve] must be vini at the popularity of 
the pastime’, the magazine wrote, highlighting Action Half-Life and 
Science & Indus by as two of the most interesting. While individual 
mods come in and out of vogue, the success of the hobby as a 
whole has proved enduring. More than that, innovation keeps 
coming, this time in the shape of The Ship. 

Like an online version af popular university geek-sport 
Assassin, Me Ship has up to eiaht players sneaking round an 
earty 20th century ocean liner, trying to bump off specific targets 
in creative ways without being disposed of themselves. It makes 
а welcome change from the traditional guns-and-ammo stylings 
Mica iL spinoffs, and we suggest you visit www.theshiponline.com 

a gander, 


Lego 


Digital toysets versus real toysets? VINO ^ 
Halo 25 marketing campaigt 

Creating an online buzzz 

FA's purchase of Criterion 


Better middleware for everyone! 


The monster's just out of controll 


Rumours of ‘premium’ services on Xbox Live. Don't like? Don't buy 


TOA 


Lets be honest: we're talking filler, aren't we? 


nur THERES 


MEDIA = 


Killing Monsters 
First published in 2002, Killing Monsters is obviously not a new 
book, In the light of current controversy, however, it is a very apt 
one, With the subtitle Why Children Need Fantasy, 


And Make-Beleve 


Super 07068 
Al یلص‎ fic o fi رن روسنس رز‎ to Fu boc wur 
VioOenoa, Es a штп response to Ine mee-jen 
commentators who can only see in shades of black and blacker 
As Jones, a former comic book and screen writer tumed MIT 
acagcemic, ponts out, charen and young adults are not Dank 

slates, reac Mt to pe desensitised D Ly whatever the culture presses 
ng voent ones, аге степ a 


way for children to explore and confront their position in the big, 


upon tham. Instead fantasies, includ 


wide world in an abstract and non-threatening way. Pointing your 
fingers, shouting ‘bang, bang’ then watching an adult wildly grab 
their chest and die can be empowering experience, not a reason 
to ban toy guns. The problem, he explains, is not that children 

are driven to emulate literally what they see in entertainment, Dut 
rather that adults 


worse. The headline writers clearly come in for criticism on this 


M uM ia 


are so concemed they often make the situation 
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cint. For example, when a 2001 study reported that children's 


x 


behaviour improved when they spent less time playing games 
ang т TV the papers ran with "aggressive tendencies in 
violent TV shows and games can be tempered if they Cut back' 
a myopic take on 
Doom, Tetr 

involved in your children’s lives, talk to them about what they're 


watching or playing, and don't believe the anti-hype. 


findings which hadn't distinguished between 


s. Rugrats or WWE. His conclusion is simple: be 


With a backgrourx 


imnpications of futureshock, Steohen Баба has often been 
compared to Arthu к Clarke, so it makes sense to slap the twc 


. Time's Eye, the first ol 


V CUNTIS 8 unm АЛП 
a promised сс чут: senes, deals with typical themes that 
have punctuated their work. The clue is in the title: time 
starting with the concept that an alien culture has cobbled 
'f Earth created by taking slices from various 


historical periods ranging from cavemen to astronauts, you 


together а copy i 


certainly get the impression the authors are enjoying their work. 
While there's enough tongue-in-cheek pseudo-scienca to keep 
the hardcore happy, the real fun of the book is the jumbied 

think ۱۲5 a coincidence 
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uxtaposition of historical plavers. "Do v 


Alexander the Great and GGhenghis Khen. two of the m 


wamors, have оой been Dou togetner : 7" one character asks 
think about it, the 
к becomes, the unexpiamed a 

authors. Vou Can 
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a Ihe г other ۱ Ar 
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being the guiding pens of the two 


x1 tha more you Ceverer (he idea 

ntesigence 
almost hear 
them chortling down the phone line to each as 
with another non-sequitur. "How 
‘Great idea, Arthur’, and so оп, 

Of course, whether the Time Odyssey series can manage to 
keep up s 


time being, it's off to a great start 


ibout throwing Rudyard Kipling 
into the mix ?* 


such delights in the long run is another matter. For the 


Author: Arthur C Clarke & Stephen Baxter 
ISBN: 0 575 07530 9 


KILLING MONSTERS 


WHY CHILDREN 
NEED FANTASY, 


SUPER HEROES, and 


p MAKE-BELIEVE 
VIOLENCE 





Author: Gerard Jones 
Publisher: Basic Books 
ISBN: 0 465 03696 1 


The most notabie thing about the latest Halo 2 
trailer wasn't anything to do with the game itself. It 
was the way the www,.xbox.cor logo at the end 
momentarily gitched into www.illovebees.com, 
setting investigative gamers off on a curious 
mystery tour, beginning with an online honey shop 
plagued by technical problems. Hidden messages 
in comupted JPEGs imply the presence of at least 
one rogue Al, and while the storyline is stil evolving 
at the time of writing, vague allusions to Halo's 
universe make К seem certain this is some kind of 
precursor to November's main event. To join in the 
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Paper Mario 2, as it's known in the UK, sees a 
plumber noted for his portliness reduced by one 
dimension. Losing his Z axis gives our hero all sorts 
of new powers, however, so he doesn't seem to 


" NINTENDU 
۲۶ GAMECUBE 


Mario, now on a sheet of paper, begins to fold up. 
A sharp crease through a sensitive area is the first 


Even folded, Mario still manages to dwarf the 747s. 
He heads off down the runway to take to the skies... 


...and lands in the game. Either he's shrunk from his 
earlier titanic proportions, or the game's huge, too 


The stylised look of 2D characters in a 3D world is 
shown off to good effect by legions of familiar faces 


Just what we needed to defeat Bowser - a horde of 
Bobomb paratroopers. He still looks pretty fierce, mind 


of Paper Mario" and the theme tune dinkles its thing 
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comer from the dentist's surgery, before 

you hit the harbour and down the road 
from Science Girl's house; just beyond the 
boundaries of logic but before we reach the 
impossible; just the other side of a shot of 
whisky; just sober, just; that’s where you'll find 
Johnny Casino's House Of Games, 

Ah, Johnny Casino. Variously: smart, stoic, 
scurrilous, smoking in the shadows with glorious 
cheekbones. Specifically: a journalist of some 
note some time ago, a word sniper for hire, 
loquacious on paper but evasive in person, 
always punctual and always deadly. Casino 
retired from professional games journalism after 
a sub editor left his prose mortally wounded. A 
man of pride, RedEye's hero writes tor himself 
and himself alone, punching out thousands of 
words of game theory on his busted-up 


| ust past the railway tunnel, around the 


typewriter, then incinerating it in his garden. They 
say that on glorious summer evenings, when the 
grass is fresh cut, the air smells of burned meat 


and the bugs make love on the hot asphalt, you 


can squint to the west and see Casino's 
thoughts going up in smoke, a giant insult to the 
games industry written against the sunset. 

They're right, actually. That's how Casino 
does his advertising. Smoka signals. To 
RedEye's knowledge it has only ever worked on 
опе person, and that was RedEye. When a 
blackened scrap of paper landed on RedEye's 
window sill, he knew to whom it belonged. 

So that's how RedEye knows Casino's still 
writing, and what he wouldn't aive to read some 
of those words, tt seemed inevitable that he was 
destined for greater things. When Casino quit 
the journalism game, the first thing RedEye 
asked him was what he was going to do next. 
First came silence — Casino excels in the kind of 
pause that carves a question mark on your 
spine — and then the answer. “Johnny Casino... 
is going to write something important." The 
unspoken assumption on RedEye's part was 
that Casino was going to write the great 
un Amencan novel. In fact, the taconic lothario 
actually meant a letter to his bank manager. 

Hence Johnny Casino's House Of Games, a 


small, elegantly decorated boutique on the edge 
of town that's financially supported by love, 
honour and creative accounting. The House Of 
Games sells videogames, but is like no other 
institution in the country, insomuch as it is 
neither soullessly generic nor striving to attain 
individuality by developing an atmosphere and 
aroma akin to a 15-year-old boy's bedroom. 
Jonnny Casino's House Of Games is defined by 
the House Rules, the only work of Casino's 
meant for public consumption — read instruction 
- for many years, an abridged version of which 
is reprinted for your edifice and education here. 

Rule one: No shoes, no shirt, no service. If 
you are a tracksuited chav with no manners or 
style, a teenage girl with hoop earrings bigger 
than your head or a shifty heroin addict who 
smells of dog, then it is assumed you will either 
try to steal from Johnny Casino or pay with 


REDEYE 


A sideways look at the videogame industry 


money earned by stealing from people Johnny 
Casino loves. Johnny Casino will not have 
thieves in his store, unless you count himself, 
Stealing The Hearts Of Beautiful Russian Spies. 
Rule two: No sell-out, Johnny Casino's 
floorspace Delongs to one person, and that's 


special sell-through into your pasty, sweaty 
hands in pursuit of a bonus. They will answer 
factual questions with factual truths, take your 
money with a smile, and look damn Tine. 

Rule four: Organise appropriately. Games 
that are similar go next to each other. This isnt 
pigeonholing, just a different way of thinking. 
Eye-level shelves (the top shelves, because 
anything above that is stretching, and stretching 
ain't cool unless you're stretching for the hand of 
a hot girl who's falling into a hotter volcano) have 
the best games according to intelligent critical 
opinion, the opinion of Johnny Casino and his 
close friends, then standards fall to the floor. 

The ‘shoot things а lot’ section contains single 
capies of Halo and Ikaruga at the top, and a 
small, elegantly scripted card says if you like the 
latter, you might want to check out Viewtiful Joe. 

Rule five: Johnny Casino's House Of Games 





does not piay advertonal over the in-store sound 
system. It plays jazz. The in-store televisions do 
not show lavish trailers. They show jazz. There is 
fine air conditioning, and every hour the most 
sweet-smelling assistant breezes round the 
store, filling it with an unthreatening aroma. 


A journalist of some note some time ago, a word sniper, loquacious 
on paper but evasive in person, always punctual and always deadly 


Johnny Casino. Promotional stands clutter and 
confuse. Shelves will hold one copy of each 
game, never more, never less. There will be no 
pre-ordering; nor will Johnny Casino's beautiful 
staff ever answer the phone with a sales pitch. 
Game pods – one of each – will play the best 
pre-release software, not the most heavily 
marketed. A bar will sell alcohol to customers of 
age, and alcohol-free whisky-flavoured Slush 
Puppies to those in training. 

Rule three: Beautiful staff, beautiful shop. 
If you want purchasing advice, ask the 
good-looking cowboy at the bar. Anything else, 
and Johnny Casino's House Of Games’ 
beautiful sales reps will be happy to not-mislead 
you. They know nothing about games, but they 
are experts in the deadly art of being helpful and 
polite. They will not try to foist this week's 


Rule six: Do Not Ask For A Loyalty Card As 
A Slap In The Face Often Offends. 

Casinos idyll is a lesson to us all, but most 
specifically to current dealers of our electronic 
hix. While many features are unworkable in а 
modern world, it is time to look at another way 
of selling games. RedEye's friend decided to get 
back into games, but, pressured into buying a 
PS2 and MOH: Rising Sun, backed out again. 
EyeToy and PES3 changed his mind, but 
RedEye isn't a game doctor, prescribing to the 
needy. He's not asking for a bar in every store - 
not yet — but Casino's paradise is clear, pleasant 
and informative. That'd be а start, wouldn't i? 





RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with 5 
Email: whoisredeyet gmail. com 
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а don't think only with our minds. Our 

bodies think too. As psychologist 

Timothy Wilson shows in a book about 
by themselves before deciding what to present to 
our conscious attention. Your muscles go through 
an intense high-speed choreography just to avoid 
bumping into someone in the street, without your 
having to deliberately perform all the separate 
twists and steps. Athletes and musicians train 
‘muscle memory,’ so that leas and fingers will 
work of their own accord in dizzyingly complex 
harmony. When | am writing, my fingers 
garbage or not. To mean anything in the real 
word, as certain robot-centric А! researchers 





What does this mean for a videogame that 
attempts to situate us in an otherwordly space? | 
have written before about disembodiment in 
identification with your fictional character. You can 
see your hands holding an assault rifle, but look 
down and you don't seem to have any feet, аѕ 
though you are an unfortunate amputee sitting on 
an anti-gravity disc. Your field of vision might pop 
up and down to simulate footsteps, but this is as 
likely to make you feel queasy through motion 
sickness as to persuade you of real movement. 
Too often you feel like a mobile reticule, and 
essentially become cursor-wielding contests, 

Now, gratifyingly, a game has come along that 
not only acknowledges this dissonance but goes a 
long way towards solving it. The Chronicles of 
Riddick: Escape from Butcher Bay is, to my mind, 
the first firstperson adventure to have thought hard 
about issues of embodiment and character in the 
genre, and its subtle and intelligent engineering is 
a triumph. | cast a shadow that lurks before me in 
ceilings. | can swing my fists in front of my face, 
and if someone hits me my head gets knocked to 
the side. | look down and ~ yes! = | have lower legs 
that seem to be in reliable contact with the floor. 


But that's not enough, of course, because Vin 
Diesel has gone to the trouble of recording his 
voice for the game, in hís inimitably excellent style 
of l've-just-woken-up-after-a-long-night s-partymg- 
you, and Mr Diesel (which, let's face it, is a cooler 
image in the game more consistently than in 
occasional cut-scenas. So we switch to 
thirdperson whenever we have to climb over 
crates or down ladders, operate door controls, or 
get a shot of nano-meds, and thus we get to see 
frequently. It's a good commercial solution, but it's 
also a briliant gaming solution - because 
clambenng over crates, or down ladders (or more 
usually falling down ladder shafts) is exactly the 
sort of thing that is hideously annoying to do in a 
firstperson view. And it also brings us closer to a 


dude. | never tire of the little nana-med cut-scene, 
and every time | see it | get a pleasurable wince 
out of seeing the needles plunging into Vin's neck. 
Okay, so wait a minute. | thought about writing 
‘my neck’ at the end of that last sentence, but | 


embodiment, but it's important to note that even 
when | am ‘just me" during the game, | am a me 
gameworld than is usual in the firstperson genre, 
thanks to the sight of my forelimbs and shadow, 
which Гат happy to accept as ‘mine’ as they are 
less immediately identifiable as those of Vin Diesel. 
It's a complex problem, this one of 

embodiment and situation in the virtual space, but 
it's not just a matter of vertiginous psychological 
theorising, A جر‎ 





slightly vague phenomenon we call ‘immersion’. in 
short, in Riddick, because for al least some of the 
time | arn really him, | feel | am more really there — 
more than in Deus Ex, or Thief (which, in its third 
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Switchable first or thirdperson wews, but does not 
find the kind of triumphant synthesis offered in 
Riddick) or even Halo, Helped by the superb, 
bumpy, light-scattering textures, the pervasive 
emphatic clanks and echoes of the sound design, 


down below my virtual point of view as | creep up behind someone 


couldn't quite bring myself to do so. For one thing, 
| have a lot more hair than Vin. Perhaps the 
embodiment is not complete. In à way, | still 
consider the protagonist of the game to be ‘me’ in 
But it's not so strictly compartmentalised. In fact, | 
find that each thirdperson sequence reminds me 
= hey! - l'm Vin Diesel, and for the next few 
moments back in the firstperson action | arn Vin 
Diesel. Which is not to say that my hair falls out, 
Diesel's enormous shoulders and torso down 
below my virtual point of view as | creep up behind 
someone and execute a vicious two-handed neck 
snap. And then the effect wears off and I'm just 
total psychological consistency in its illusion of 
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the game offers about as close to the experience 
of being in а maximum-secunty penitentiary on a 
distant planet as | ever really want to get. 
Consider tha fact that a seamless experience 
of embodiment in the digital realm might be 
could subject you to a full-body scan, so that it 
would be your arms and your legs visible in 
firstperson and your body and face in thirdperson. 
How would we react? Would we cognitively rebel 
against such a dramatic confrontation with 
ourselves? How would it fee! to see our personal 
avatars maimed and killed? Embodiment is a 
seductive idea, ОЕ УТИ Айше 





Steven Poole is the author of "Trigger Happy: 


The Inner Life of Videogames’ (Fourth Estate). 
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۱ h nooo! | can't take this any longer! 

() Actually, don't worry, nothing dramatic 
has happened. It is just, well, at the 

moment Japan is simply too hot, Every day is like 
being plunged into an inferno. We have even 
expenenced 40 degrees! Believe me when | say 
that the Earth's climate is in disarray. No, 
seriously, it has been said that Japan has been 
much hotter than India lately. 

I have difficulty with such hot temperatures 
and this year's scorching summer is being 
especially hard an me. In these conditions, staying 
inside at home during my days off or while on 
vacation is getting on my nerves, 50 | usually 
decide to go outside. But there's the problem: it is 
really hot outside. | can't stand it — in fact | have 
problems just standing still. 

But this brought something to my attention: it 
is nearly impossible to do anything in such 


‘Oops, that looks much more constraining than | 
initially thought’. Or even: "This looks like being 
very expensive, after all’, Negative points appear, 
and your initial excitement is replaced by a much 
more cautious approach - that is if you don't 
end up feeling totally discouraged about the 
whole endeavour. 

That is not very good. | really think you need to 
go with your initial passion and excitement to 
undertake your idea straight away without asking 
for advice or making any preparations. Well, this is 
very much the feeling ۱ have at the moment: it's a 
wave and I'm surfing on it. 

OK, then, you're asking, what is it you're going 
to start? | know you are wondering what I'm about 
to do, Well... it's surfing. Yes, | know | don't like 
the summer and the hot temperatures, but this is a 
way for me to begin liking summer. But this will not 
come easily. It's going to need some work. 
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conditions, but it is also true that this may be the 
right time to try to start something new... Well, | 
realise not everybody would think like this but this 
is how my mind works. Normally, you get 
interested in something after seeing it or listening 
to it. It gets your attention, triggers your 
imagination and creates inside you this will to do 
something accordingly. 

In my case, there is almost no reason for why 
| feel this way, but don't you find it interesting 
when people start something with a lot af passion 
without any visible, obvious reasons? Wall, | find 
this fun, anyway. 

No, really, | do. Why is that? Well, maybe 
because of its surprising aspect. | mean, you are 
being totally confronted by the unknown, a true 
adventure. Each surprise can bring you more 
enjoyment. You can't ask for any advice in 
preparation for what you are going to be 
adventuring into, because if you do get to know in 
advance what is interesting (or not) the surprise 
element will simply not exist. 

So don't ask for any advice, and don't go 
through any preliminary preparation either. Many 
people would start planning, asking for advice 
and making preparations for what they are 
about to begin. But when they do so, they surely 
arrive at that point when they say lo themselves: 


Toshihiro Nagoshi 


When | had this idea | rushed to the nearest 
suring shop, and the man there explained to me 
exactly what | would need. | see now. To be 
honest, | was thinking that this latest adventure 
was going to cost me a lot of money, but | was 
surprised to discover that it was really not that 


be gratified with satisfaction or turn into deep 
disappointment? | will tell you after I've been déing 
it for some time. But something is: sure: such 
behaviour gives you a lot of excitement, It is really 
good to feel it. 

Бо, you're asking what the hell all this talk 
about taking up surfing has got to do with 
videogames? I'm coming to that, | promise, This 
latest adventure of mine reminds me of how | 
initially joined Sega and how | have worked and 
behaved inside the company all these years. 

When | decided to join Sega, it was definitely 
not something | had carefully decided, | did not 
take the time to compare the good and bad things 
about the different companies in the Japanese 
videogame industry. | had no knowledge of 
videogames anyway, and | did not even have any 
experience with computers! | managed to get 
myself an interview and | found myself working 





inside a videogame company, with computers. 
But this did not mean | was not suited to 
becoming a videogame creator. | mean, | have 
managed (more than managed, actually) to make 
a living from this work all these years. 

Being impulsive is not a problem, | think. It can 


Isn't it gratifying to follow your impulses and your instincts sometimes? 
It works. Great ideas or achievements may come from being impulsive 


costly, even for the board (although the clothing 
was a little expensive). 

The next step of my adventure brought me to 
the car dealer... Yes, | mean, you need a car 
which ‘fits’ your new passion... Well, in my case | 
just needed a car. l'm not crazy, and | don't need 
any advice from surfers on what kind of car | 
would need to buy. It is not a matter of feeling like 
a surfer from what | drive | just need a car which 
can transport the board. You see, | drive a Ferrari 
and it can't possibly be fitted with a surfboard 
carrier — it's just not possible, and would look 
absurd anyway. | was very reasonable and 
managed to get a car for. not much, just around a 
million yen (£5,000). 

As I'm writing this column, I'm looking forward 
to next week when I'll be experiencing this sudden 
new adventure of mine. So will my latest impulsion 


оппо you to great things. But then you might reply 
that it was just damn luck, and bloody good 
timing, that ۱ aot the job in the first place. You 
could argue that |'m just extremely lucky! But 

just think about it for a moment: isn't it gratifying 
to follow your impulses and your instincts 
sometimes? It works really well tor me. Great 
ideas or achievements may come from being 
impulsive, from sudden thoughts. 

Now, will surfing turn into a great achievement 
ar into failure? Will the way | have gone about 
starting my new hobby pay off the way it has in the 
past? Only time will tell. 

See you! 


Toshihiro Nagoshi is general manager of Sega's 
Creative Center division. His games include the 
Super Monkey Ball senes and Daytona USA 
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pictures of naked tramps – stnpped, washed and 
shaved for your pleasure — in this book’, then the 
hances are you know what you re going to get. 

Admittedly, that isn't always the case with a 
games machine. | mean, who could suspect the 
evil which lurks at the heart of the average, 
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and purposes, consumer electronics are designed 


of their purpose and who t^ 
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Microsoft make no bones about the fact they're 


targeting as wide an audience as possible wil! 


taremost. Nevertheless, vou have to wonder why 
all three don't spend a bit more time and money 
on the aesthetics of their hardware, 
Though I'm fortunate enough to own more 
than one games machine, the downside is there 


Ex 


simply isn't room to have them all beneath the TV 
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biggest hole in front of my telly. Absurdly, this has 
nothing to do with the games. Yes, we all knc 

that the GameCube boasts the sort of games that 
proper, devout gamers like to play. And yes, the 
Abox also has plenty of games worth shouting 


about. But the aha stl trutn of the matter is that 


the GameCube and the Xbox absolutely suck as 
far as the look of them goes 
The former has a ridiculous joypad = too many 
e latter is 
211 n Кк 
hare | 
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nasty. Couldn't thay nave just stuck a frontlight on 


the far more pleasing original GBA? The SP has a 


Page 30, press hold, and reveal. 


comfort level equivalent to nding in a car with 





square wheels over a pebble beach while sitting 
Dn scia! poue made out of caci and be nag 
"arce-ed а mt Of STUBS B, а rex татр 

Joon its unveding, the PS2 was heralded as a 
revolutionary piece of design. Oh, how the press 
releases cooed over it, Slimline, subtle and 
evoking the spirit of 2001: A Space Odyssey, we 
were told again and again, At the time | hated it 
To me it looked far too much like a piece of 
senous computer hardware rather tan a home 
entertainment device or - lets be honest — a toy. 

But despite that, while still thinking the PS2 is 
one of the most insipid-looking consoles ever - 
the original PlayStation, Меда Drive and Super 
Nintendo are all far er ic OK at — its so mand 
as to be inoffens rou don't notice it sitting there 
in the living room. You can tuck it between the 
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mistake it for the snadow of a book. Perhaps even 
Pictures Of Naked Tramps Vol 4, 

Not Ke the X ^ bx x, WI ich until recently hadn't 
е on Tor almost six months. | shelved it in a fit 
of pique аћег wasting £40 on the dreactul Knights 


Of The га [ Hepublic (If this was a Star Wars film it 
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wild ideas, before some sappy exec mm up: 
Oh, just make it a big black box ! put some 
sort of X on the top. Nothing too ۵۷ " 

One needs only look at the iPod, or any of 
Apple's range o computers or take a trip around 
Carphone Warehouse, to realise that Nintendo, 


Microsoft and even Sony have a heck of a long 


мау to до before their systems can compete with 
tner consumer electronics desky 
[he PSP looks like a step in the righi directior 
but there's sil à wht of the ‘90s about it - 
especially when we're told that the official versior 
Will ice te Sexy fiat poniros UT Tavor Ol raised 


Digitiser’s founder speaks out 





Lynx and Game Gear. But if the PSP looks dull, 
the Nintendo DS looks positively stinkmongous. 
It's functional and d nothing more, and if Albert 
ореег had designed handhelds he would've 
conceived tha DS. Nintendo should make Luigi's 


Bunker, or ExciteRsich DS. for its launch 


Perhaps you shouldn't even be aware a console is there. Either have 
it blend in with your other below-telly boxes, or make a feature of it 
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spacium Vvarmor. in those intenm six months 


LA 308 LL 
there were a number of exclusives | never played, 
simply because | knew It would mean having to 
get the Xbox out and plugged in, and the end bit 
of the controllers found (why do they come off? 
WHY" 7). га have to suffer the annoying, fiddly 
black and white buttons, and the equally imtating 


rounded coloured ones. It's just too much trouble 
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e | still went for the latter version because 
aiam d want ! ik at the Xbox, or touch the Xbox 
or nave ine ugiy ting stanna back at me; You 
wouldn't want a hideous, fat crone аппа at you 


from the corner of tha living room. You'd рига bag 


over her head, or make her wait in the bedroom. 


nthe same 
e them for their personality, | simply can't bring 
mysal to love consoles just for their games, | don’t 
ike what the Xbox looks like, or how the GC pad 
feels, so | tend to favour games on PS2. | don't 


evan like what the PS? looks like, but needs must 


Heck, | buy more PC games than anything, chiefly 


ausa it’s ina cupboard and п у mouse and 





keyboard are wireless, Perhaps that's the solutio 


perhaps you shouldn't even be aware a console 5 


there. Either have it blend in with vour other below 
here. Eit olend in with vour olher Deiow- 
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another way, Naked tramp photography, anyone’? 


Mr Biffo is a semi-retired videogame journalist, 
His views do not necessarily coincide with Edge s 
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Incoming electronic entertainment from across the globe 
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Why videogames need a David Attenborough 


Pariah (PC, PS2, Xbox) 


GTA; San Andreas {Р52) 








Oddworld Stranger (PS2, Xbox) 





IPC) Vivendi 


GoldenEye: Rogue Agent 
(GC, PS2, Xbox) 


Under The Skin (P52) 





Blinx 2: Masters Of Time 
And Space (Xbox) 
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Tony Hawk's Underground 2 


(N-Gage) Nokia 


Sniper Elite (PC, Xbox) 





Republic Commando (PC, Xbox) 


Yoshitsune Elyuden (PS2) 





Hard Luck: Return Of The Heroes 
(PS2) 


Armored Core Formula Front 
(PS2, PSP) 


Armored Core Nine Breaker 





(GC) Nintendo 
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Unreal's creator returns with a new FPS vision and a secret weapon - 
and it's one you won't spend the game looking down the sights of 


і 


The developer still has an eye for striking imagery, from shootouts in the rising flood to the 
hunchbacked dropships' insectile menace. Visually, Pariah looks to reprise the splendour of Unreal 


| 1 со many games have crap stones,” 
| observes James Schmalz, Digital 
Extremes' founder and creative 
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director. "Especially firstperson shooters, and 
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we want to Dreak that mould — love it or hate 
t. we've got а story you'll remember 


Tough talk for any game, let alone an FPS, 
but Pariah marks DE's first attempt to step out 
of the shadow it cast for itself with the onginal 
Unreal. Where that game would certainly 
showcase a talent for memorable event 
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"It's fun to be sneaking in corridors gunning 
down your enemies, and fun as hell to be 
flying over sand dunes in your three-wheeler” 





Pariah's multiplayer will largely ignore the subtleties of the singleplayer game in favour of fast 
action, but Schmalz promises "a couple of brand new game types" in addition to standard modes 
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Mason, sent to recover prisoner Karina ل‎ and 
escort har off-wortd, As could De expected 
the extraction goes disastrously wrong 
leaving Mason and Karina on the run from 
both the military and the inmates. 

vith his bruised eyes, receding hairline 
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and Dad skin, Mason is one or the most 
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of Silent Hil. His lack of combat training wil 
apparently have an effect on gameplay, but it's 
unlikely to be a marked one — the genre, after 
all, suggests even a physics PhD with 
Coke-bottle glasses can reioad a combat 
shotgun like a pro. Mason's initial 


eirectiveness in firehants, though, could easily 
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holding her own, thanks to the foundation 


provided by the bot Al from Unreal 
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LDampionship: surely the acid test o 
response to not situations. But even if that 


sidesteps (or circle-strafes) some of the 
potential pitfalls of guiding a companion NPC 
hrougn tne game, the challenge is to simulate 
a believable character, not just a deathmatch 
player. "It's definitely bean a concern of ours, 
and we've addressed it simply through brute 


force," says Schmalz. "She has a massive 


Of animations апо dialogue janaj 
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Much of the game will 
Sprawiing outdoor areas, with the action 
occasionally brought into tighter confines. "We 
wanted to give the player a wide vanety of 
completely different sections, and also take 
advantage of each environment to affect 


gameplay," Schmalz explains. "So it's fun to 


be sneaking in dark corridors qunning dc 
g : 3 
our enemies, and fun as hell to be flying over 


sand dunes in your Wasp three-wheeler.” 


nat: PC, PS2, Xbox 
untisher: Hip Interactive 
eveinper: Digital Extemes 
Origin: US 


ised, although the multiplayer has 


a lot of aoo 
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addition to a level editor (it's 1 r if this wall wave of confidence among developers, a Rather than rely on the good graces of 
previous doctors to seed Pariah's Earth with 
medkits, Mason carries a "healing tool’ that 
can be used at any time. However, excessive 
dosage causes his vision to blur (left), a nasty 
side-effect to suffer in the heat of battle 


feature in Pseudo Interactive port) and 


talk about, perh 
on during the 
Schmalz mentic 
draft, and that components o 


chars 


intertwined. “The most been and good for the future o 
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Diet, exercise and lifestyle now play a part in shaping San Andreas' lead character CJ. Quite 
whether the fickle '80s fashions will be able to keep up with an expanding waistline is unknown 


| Fthis were any other game, such a 
straight-laced drip-feed of details 

| would be likely to cause little other 
than apathy. How many cars? How many 
levels? How many guns? Such details are 
normally confined to fact sheets, and count 
for little more than fleshing out a game's 
abstract. But then the past two GTAs have 
been created in such a way that those details 


several dozen more hours than the story did, 
Much like Halo, Vice City's form and 
function have seeped so deeply into the 
mindset of gamers that all it takes is a morsel 
ar two of detail to get the appetite going, alive 





In fashion-conscious urban gang culture, - 
your colours say just as much about you a 
who you're hovering a target reticule over 


JJ 


with the possibilities that such specifics bring. 
And it seems that Rockstar has chosen to 
hand the player of San Andreas the kind of 
avatar custornisation and twiddling that's 
rarely seen outside of online gatherings or 
Create-a...' modes in sports games. 


just an aesthetic choice, however; in the 
fashion-conscious circles of urban gang 
culture, your colours say just as much about 
you as who you're hovering a target reticule 
over, As the opening missions are completed, 





Whereas Vice was a city of neon and funky 
nightlife, San Andreas' look seems to be 
one of lazy sunsets and palm-lined suburbs 
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and numbers are what kept people playing for 


The appearance of lead character CJ isn't 


| s 
аа таа е 
۲ K = m 


А ыл الا س‎ 





CJ starts to garner respect from his gang, the 
Orange Grove Families, and can up his 
esteem within the deem py kitting himself out 
with the right apparel. Conversely, rival gangs 
olice will be able to spot GJ far more 
Clothes shops are dotted around San 


and the p 
quickly, < 
Andreas, from the tunctional bargains of Binco 
to the more expensive, brand-led chic of 
Suburban. Certain missions require certain 
get-ups, with tne player no longer guided to a 
suitable, spoon-fed icon as in Vice City. 

Barbers’ shops are also present, with your 
hairstyle mooted to command respect or 
derision from pedestrians as well as rivals. It's 
not so much freedom as а strategic choice, 
but one that can be tailored to make your 
movements through the game world as 
seamless or thorny as you wish. 

Rockstar has been keen to point out the 
vagaries of burglary, too, an option which is to 
become a necessarily reliable source of cash; 
Сов role in this GTA 15 no longer that of a 


glorified goon for hire, and so financial 
wards for progressing through the game 
aren't guaranteed, Whereas Vice City featured 


just a handful of stores to be held up with a 
gun and a few seconds of posturing, a 
robbery in San Andreas needs planning, the 
right outfit and a getaway van. Wearing a 
balaclava or ski mask puts CJ into sneak 
mode, useful since ransacking someone's 
home can only be рае during the night. 
Plundered items will have to be fenced, and 
the classier areas will provide more valuable 
fodder for organised thieves. Just how rife the 
opportunities for this Grand Theft Manual will 
be are unclear, but it seems to feature the kind 
of scope that raise it above 
It seems that San Andreas' theme of play 


| a mere subgame. 


s as much about expansion as progression. 
as the myriad city locations and 
outlets detailed so far, there are those that 
show the states sprawling countryside, 


promising the kind of offroad expanse that 


Format: PlayStationz 
Publisher: Rockstar 
Developer: Rockstar North 
Origin; UK 

Release: October 22 


Previously in E138, E140 
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| Tattoo Cast 








As well as barbers and tailors, CJ can visit 
tattoo parlours to sculpt his appearance and — 
as circumstances dictate ~ blend in or stand out 
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It's not just the car that makes a man in San 
Andreas, but the 'do. And the threads. And the 
tatts. Appearance is customisable on many levels 


once formed the playground for entire games 
Rockstars own Smugglers Run, tor 
example). The scope becomes all the more 
dizzying once you realise that these are the 
areas in between the cityscapes where the 
bulk of GTA’s gangster pantomime plays out. 
An RPG's worth of depth is being injected 
into San Andreas. IF it can be implemented as 
smoothly, capably and gracefully as the series 
has managed with the geekier elements of 
gaming - of rewarding experimentation and 
exploration, of burgeoning collection-based 
side quests – then gamers maybe shouldn't 
start to get excited, they should instead start 
getting worried for how deeply the 
San Anareas bug may bite. 


This is San Andreas’ riff on Hollywood. 
The big question is: what do you get in 
return for pulling a wheelie through the 'D'? 





Oddworld goes west and finds a new hero, a 
new style, and a new twist on animal cruelty 


—  —] ddworld Inhabitants, partly because 

۲ (۱ | it&a nice pun, wants you to believe 
) | that Oddworld Just Got Stranger. It's 
a valid gag, since Stranger s titular hero is a 
departure for the series: mean, graceful and 
seif-assured. But it's also a bit of a con 
because, in many ways, Oddworid just got 
nonnaller. Stranger takes the series into the 
realms of far more conventional gameplay, 
namely a thirdperson/firstperson adventure 
with guns, puzzles and fistfiahts. 

However, Stranger is far from being a 
conventional game hero. Part bear, part Asian 
and part Ron Periman, he strides through the 
games lavish western pastiche like he owns 
it. Pick up a new bounty from the office in 
town and then stalk off into the sunset, 
looking to even some scares and earn some 
readies. If you should forget where you're 
headed, you can talk to yourself, causing 
Stranger to grow! out some reminders about 

























Format: PS2, Xbox 

Publisher: EA 

Developer Oddworld Inhabitants 
Ongin; US 

Release 01 2005 


Previously in E138 


what you've signed up for. You are free to 
toggle between thirdperson and firstperson 
modes at any time, but the game does 
impose some rules. Approach an obstacle — 
say, a rope that needs to be climbed — and 
the game will slide you automatically into 
thirdperson so you can see more clearly what 
you're doing. In thirdperson, however, your 
offence is limited to fists. Firstperson is where 
your gun comes out. 

Except it's not a gun and it doesn't shoot 
bullets. Stranger carries a double-barrelled 
shortbow, but before you can fire it you'll need 
to hunt some ammunition. Load it with wasps, 
skunks and chipmunks and you'll discover 
each critter has unique powers. A spider will 
wrap an enemy in a web cocoon, 
immobilising him until you scoop him up for 
the bounty; skunks become stink bombs 
and wasps serve as your machine gun. 

The word Stranger hunts in is vast and 
lavish, The only level Oddworld Inhabitants 
has revealed so far - an assault on awell- 
patrolled fort = is intricate, offenng several 
points of entry and lines of attack. Enemies 
are serious enough to make the firefights 
matter, but stupid enough to make it feel like 
this is still Oddworld. Even the boss lurking 
inside appears to have been calibrated for fun 
rather than frustration. 

The game could hardly look more 
promising. With a style all its own and a 
confident spin on some enduringly successful 
gameplay, Stranger might already have the 
burgeoning western craze all sewn up. The 
biggest question hanging over it, perhaps, is 
just how it's all going to be crammed 
into an ageing PlayStation2. 





The village sections are where Oddworld's 
traditional humour becomes most apparent. The 
grumpy hysteria of the local chicken-people is 
suprisingly endearing and is ably matched by 
the expressive and entertaining animation 








That's Ar Oh Gee You Eee, not Ar Oh You Gee Eee. Has the 


industry learned nothing from Rouge Leader's blushes‘ 


n a perfect world, picking the 

internet's most commonly 

misspelled word for its tag line would 
be GoldenEye's biggest problem. A sequel to 
one of the most saintly games ever made, its 
new publisher needed to tread carefully 
around a brand that many gamers feel they 
can more claim ownership of than EA. 
Unfortunately, in an effort to invigorate the 
game's design, the company may have 
trampled over its brilliance. 

Rogue Agents hook is that you don't play 
Bond. You play a renegade MIG agent, swept 
up in a war between Goldfinger and Dr No. 
Having lost your eye in the fight, you now 
паме a golden replacement, which bnngs with 
it super powers (along with, presumably, very 
complicated insurance requirements). The 
game remains in the firstperson, and its other 
big innovation is that you carry twin weapons. 

it's around this point that doubts begin to 
surface. ‘You have free choice of the weapons 
you combine, except for any large ordinance 
which requires two hands. However, from the 
initial levels we've played, it was hard to 
gauge how much difference this made from 
simply being able to carry two weapons and 
swap between them — the system seems 
to add neither a tactical edge nor a visceral 
thrill to the gunplay. Dispatching enemies 
seems to be a simple equation of filling 
them with enough lead so that they fall over: 
bullets seem to count for as little in the game 
as they do in the films. 

Your golden eye will have four powers, 
but so far only two have been revealed. The 
first is a magnetic shield, which = coupled with 
the game's recharging health system — means 
that what most often kills you is simply your 
own lack of patience. 

The second is this season's essential 
accessory, the telekinetic grab. This allows 
you to hoist opponents into the air and fling 
them to their deaths, but is much more poorly 
implemented than in games where it forms a 
core component of the gameplay. Eye powers 
have a limited use, and must be powered up 
by performing 'good' kills and headshots 
before you can use them again. 

The most telling aspect of the game is 
perhaps Its placeholder HUD. Scheduled to 
be completely redesigned before release, riaht 
now it's one of the clumsiest and most ill 
considered we've ever seen — all flash and no 
function. The game may yet prove to be a 
perfectly good FPS, but there seems little 
chance af deservina the name it 
inherits. Houge Agent it is, then. 








Format: GC, PS2, Xbox 
Publisher: BA 
Developer: In-house [EALA) 
Origin: US 

Release; November 


Previously in ET38 





The game looks quite sparkly, if a little generic. Level 
design has an impact on play, one section featuring 
revolving panels to provide a brief second of cover 


Format: PlayStation 
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— nder The Skin's plot is taken 
| straight from the bottom-left hand 
l1l I corner of an episode of Trisha: 
"My three-year-old son's causing chaos in 
a nearby galaxy!” It's maybe a fitting 
comparison for a game consisting of cartoon 
violence and social mischief 

Alien Kozumi has just turned three. As is 
tne traditional rite of passage for all inhabitants 
of the Meiwaku star system, he must travel to 
a neighbouring solar system and cause as 
much mayhem as possible in order to qualify 
for maturity. Which, of course, is where Earth 
comes in, used not so much as a sandbox as 
a litter tray for a prank rampage of this alien 
interioper-cum-teenage tearaway. 

Kozumi can 'scan' any one of the 
inhabitants of Under The Skins compact 
levels, and use one of many nearby UFOs as 
a changing room to assume that person's 
form in order to wander unnoticed. Every time 
you change into a fresh skin you're given five 
comedic contraptions to unleash on the 
populace who, when suitably harassed, will 
drop coins for you to collect. There's no limit 
to how quickly you can use up your five 
mischief-making devices; in fact, using them 
up in quick succession on a confused and 
dazed crowd is often the best way to tease 
Out ever-greater numbers of coins. But once 
they're gone, you'll need to find another 
body to snatch, and repeat the process all 
over again with a replenished fistful of 
destructive props. 

It's the satisfaction of these props that's а 
major part of the game's appeal. They range 
from simple kindergarten troublemakers, like 
09:49 l——— an extending boxing glove or a henhi of 
tacks, to weapons cf mass disruption — a 
T-rex stampede, for example, or an oversized, 
laming bowling ball 

The levels feature another alien, one who's 
aften an opponent in a dash to get the 
greatest coin total, or sometimes an ally in а 
fight against a larger, common foe. Take a 
pratfall over one of your own traps, or those 
set by a rival, and you'll spill some coins and 
have to continue in your pants. Take another 
hit and your true form will be revealed, 
meaning you'll have to transform again 
pretty quickly or be beaten by the victimised 
humans around you. 

it's longevity that seems to be Unger The 
—- Skin's greatest problem; while it seems to бе 
VANISHING САРАЕ a worthwhile twoplayer deathmatch game, 
One of the levels is set in a magnificently cute iteration of Raccoon City, where the سیب‎ "e ای‎ c هاش‎ or 
ghastly Nemesis himself has to be pranked to the point of dropping all of his coins. seems that there may not be much 
No mean feat, especially with the T-Virus munching its way through your inventory remaining under that skin, after ail. 
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Artoon’s broken timepiece gets another chance to prove 
its worth, roping in yet another dimension for the cause 
| rtoon seems to have been granted ko ма Аа. мады: 
nine lives' worth of grace, with the м Ex- 


1 J chance to put right the wrongs of 
what was, to many, an astronomical letdown. 
The original Blinx: The Time Sweeper was a 
game that choked rather than purred under 
the tick-tock logic of time control, scuppered 
by the confused and undernourished 
implementation of an ambitious set of ideas. 

Has Artoon set out to make amends? The 
first five minutes of the game certainly implies 
so. Whether as a concession to the hateful 
character design of Blinx himself, or as a 
sweetener for a game thats been fitted out 
with some significant multiplayer options, 
Вілх 2 opens with the chance to customise 
your feline Time Sweeper to within a whisker 
of your heart's content. 

There seems to have been а 
relaxation in terms of time controls, too. 
Collecting a time-control power is no longer 
a matter of having to match three pickups 


a significant 


ina row, but simply a case of collecting any 
and all of them as you go along. There are 
moments when the use of time controls are 
prompted, too, such as when confronted by 
a blast of enemy firepower from a nearby 
gun emplacement, 

The Time Sweeper's quest, howewver, is 
just a quarter of what Sinx 2 appears to offer, 
which is where that plural in the title comes 

200. А honzontal splitscreen mode allows for 
рей ive play through the main quest, and 
is the only way to open up a number of areas 
that have to be tackled in tandem. 

However, it seems that the masters of 
space aren't the titular Time Sweepers; the 
game includes a parallel quest that follows the 
Stealthy antics of the thieving Tom-Tom Gana, 
and features a similar twoplayer cooperative 
element. Playing as the Tom-Tom gang 
involves infiltrating strongholds patrolled by 
Time Sweepers, and is facilitated by using 
decoys, banana skins and stun darts to 
scupper the guards on patrol. And this is 
where tha game's fifth dimension comes into 
play, with your Tom-Tom characters able to 
enter subspace, sink into the floor and scan 
ine area ahead for as long as they can hold 
their breat 

зо, Blinx 2 offers far-ranging character 

customisation, a team-based reconsideration 
of the original and an entirely new spatial spin 
in the form of the Tom-Toms' quest. Enough 
with the new, though: does enough of the 
old Вілх still remain in the new game to 
make it all for nought? Time, all too 
appropriately, will teli. 








When confronted with shrapnel from an enemy gun emplacement, you've the option to pause, and 
suck up the bullets with your sweeper, or slow down time for a Matrix-style series of bendy dodges 
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The first tiny cracks appear in Pandemic's status 
as Most Exciting Game Developer In The World 


EEE | 


Vehicles can be commandeered, and forces loyal 
to factions which feel favourably towards you will 


fight on your side. Unless you start shooting them 


Tony 





-— 








twas one of the best pitches of E3, no question. The idea of 
running riot in a war-torn North Korea, balancing the 
ambitions of the Chinese army and the Russian Mafia against 
the concerns of your own morality and the limitations of your bank 
balance, was almost irresistible. 

For now, what Pandemic has to show is an inevitable letdown. 
Manths of development remain, but the game as it stands lacks the 
spark of its premise. Although a tiny gauge in the corner demonstrates 
the warmth of your relationships with each of the rival factions, there 
doesn't seem to be much evidence of unrivalled freedom or 
free-wheeling tactics in the activities you undertake. Gunning, 
running and attaching explosives to cabins seem to work pretty 
much the same whether you're doing it for 
love of money or love of country. The only 
flash of character is the ability to log in to your 
Russian Mafia arms account and order up a 
couple of missiles mid-battle — for 
instantaneous delivery. It's a pleasingly 
preposterous system, but it will be interesting 
to see how it impacts on game balance. 

As things stand, Mercenaries seems like 
a game with à big mouth and rather ordinary 
trousers. We look forward to being E 
proved wrong. 1x 
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[he sound of the first Underground was mostly groans and yawns. 


Neversoft's sequel promises more in the way of oohs, aahs and ows 


———] ven the steamroller of the Tony Hawk brand couldn't iron out 
| к= | the wrinkles in the first THUG. Crass gags and pointless 
—i missions did little to enhance the revolutionary gameplay 


which made the skater's virtual name. 


۳۵۲ the sequel, thinking caps have clearly replaced beanies. 
Alongside the Jackass-meets-South Park of the main story mode, the 
complete ‘classic’ Tony Hawk experience has been recreated, where 
more senous-minded skaters can take full advantage of the lavish and 
complex environments constructed for the game's world-tour theme. 

There are also encouraging indications of Neversoft having 
experienced the game the way players do. The new tantrum move, 
which lets you trigger enraged animations should you land on your face, 


also stokes up some fresh points to start off 
your next combo. The bullet-time slo-mo 
effect, which at first seems like an empty 
gimmick, is actually designed to help you nail 
tricky landings. The design-your-own-skate- 
sticker tool will trigger happy Jet Set Radio 
memories, but also allows you to incorporate 
a ‘sticker slap’ move into combos. 

Touches like these give cause for hope. 
Whatever else, any game that features a 
skateboarding, apple-throwing 
Benjamin Franklin can't be all bad. 
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Е | Levels are almost intimidatingly intricately 
E 4 designed, encouraging exploration and rewarding 
Un | the discovery of hidden areas. The World 


Destruction tour is meant literally - environments 
can be blown up to reveal new routes and ramps 





Format: PS2, Xbox 
Publisher: LucasArts 
Developer: Pandemic Studios 
E? Origin: US 
Release: February 2005 


Previously in E138 

































The choice of three main characters, including 
the requisite shapely lady, should add a greater 
sense of variety and personality to the story 


Format: GC, PC, PS2, Xbox 
Publisher: Activision 
Developer: Neversoft 
Е Origin: US 
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Hidden characters have their own bizarre forms 
of locomotion and, as a consequence, their own 
personalised objectives tailored ta each level 





It's an impeccably researched, 
hold your flogged, dead horses: 































The game currently includes a rather gory 'bullet- 
cam'. Great for confirming kills, it's a little harder 
to stomach the sight of your bullet spiralling 

unstoppably into an unsuspecting eye socket 





Republic Commando may h 
but it doesn't seem 


Your commandos are ordered through a panel 
of icons displayed on your HUD. The system is 
fluid, helpfully indicating each trooper's health 


super- 


to have stolen her 





Format: PC, PS2, Xbox 
Publisher TBC 
Rebellion 
Origin: UK 
Release: OT 2005 


Developer 


realistic WWII g 
Rebellion has a fresh take 


t may be 1945, and it may be Berlin, but this isnt quite the 

game you're expecting. Sniper Ее American hero, a laconic 
|__| special forces operative, has been dispatched to the city to 
set his sights not on the Germans, but the Russians. The United 
States, having aot to hear of a Russian plot to seize experimental 
German nuclear weapons, has realised that it's the Eastern Bloc which 
is about to pose the biggest threat to world peace. This isn't a late 
WII, this is an early Cold War. 

Although you'll be able to explore and fight in thirdperson, the 
game's heart is the firstperson sniping mode. You'll be required to 
consider wind and trajectory degradation, as well as needing to get 
into position early enough for your pulse to steady. Berlin has bean 
rnajestically recreated, and tne potential for 
learning the secrets of the rubbled streets 
and of the thrill of locating that perfectly 
shadowed rooftop is enormous. The game's 
multiplayer also presents peculiar possibilities: 
will other human players really have the 
patience to sit it out right at the other end of 
the map? An unusual prospect indeed. 

With the game already close to 
completion, Rebellion intends to announce 
a publisher for Sniper Elite in the 
coming months. 








As things stand, the oddest element of the 
game's HUD is the health bar, which squeezes 
a hurnan figure into one side of your compass 


Format: PC, Xbox 
Publisher: LucasArts 
Developer: In-house 
JF x | Дъ Grigin: US 

Release: February 2005 





Previously in E138 


ave filched Samus Aran's visor, 


r sense of adventure 


| he clue is maybe in the fact that the squad you command is 
made up of clones. The theory behind LucasArts’ shooter is 
sound = blend the neiaa of an FPS with the depth of an 
on-the-fly squad game, and set it in the increasingly over-crowded but 
endlessly appealing Star Wars universe. The practice — so far = is 
looking disappointing. 

Your clone troopers feel clumsy, and your command over them is 
Dasic at best. Although they can be trusted to heal each other when 
wounded, you'll be required to laboriously instruct each one in turn to 
use the healing station they're all slumped against. As extra firepower 
they work well in plain corridor sections, but once confronted with a 
boss they're as ikely to be in the way as not. 

Context-sensitive commands (such as the 
door-breaching manoeuvre demoed to such 
effect at E3) break up the monotony, but may 
not be enough to convey the sense of being 
in true control of three other individuals. 

It may be that there is a lot more to the 
game than LucasArts is currently willing to 
show, There's certainly plenty of time for more 
variety, depth and precision to be worked into 
the basic framework, Without it, however, 
Republic Command 





Bigger enemies require your troopers to make 
the best use of space, and these moments, 
rather than the more predictable corridor 
gunfights, show up their AI limitations 


o could remain as 
soulless as its troops. 
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From has never been overly concerned with 
finéssing its in-game cameras, something 
that could prove a concem with Yoshinetsu 
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Format PlayStation? 
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eartened by the success of its Zen-and-violence Ofogi series 
on Xbox, From has stepped up to the challenge of taking on 
Коега Dynasty VVarnors with its own historical mass-combat 
epic, literally Legend Of The Hero Yoshinetsu. uld be 
described as ‘brave’, among other terms, but the developer has chosen u^ ۳ . c 1 
to bolster its chances by pitching to the larger PS2 userbase. Whether f ۱ j 
the more tactical approach Yoshinetsu takes will appeal to the genre's - v. p 
traditional audience is another matter. + iS 

, you command а | 

















t's a move that co 


Playing as the 13th century warrior of the title 
small infantry squad with face-button-issued commands: attack at will, 
sive position, assert pressure and charge. In addition to this 
level of tactics = which admittedly may be only as involved as alternating 
button-mashing between ‘heavy attack’ and 
‘charge’ = Yoshinetsu can be supported by a 
maximum of two allied heroes. While they are 


form defens 


capable of fighting independently, direct 
control can be assumed, allowing the player 
to set up multi-pronged battietronts. 

It may lack Ds spectacle = packing 
noticeably fewer combatants on screen = but 
in attempting to outthink Koei's juggemaut 
rather than outnumber it, From may yet aain 
a foothold in the genre where other 
competitors have failed. 


The gouts of blood drawn by Yoshinetsu's 
strikes come as stark contrast to Dynasty 
Warriors’ cheerful light-show maimings – From 
intends the battles to be more grimly realistic 





Format: PlayStatioanz 
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is latest disaster survival title: we 


hope it’s the drama, not the game structure, that prompts cries for humanity 
| isaster games, it seems, come in threes: following Konami 


and Iram's fire-fighting efforts, Spike 
into the nng with a 
prove to be the most interesting of the crap. 
As a fire breaks out in a high-rise building, 
of three player-controllable ۲ 


inte коз — in their attempt to escape the blaze and save the rest of the 


strong cast. The fire spreads in realtime, 


area can result in у cape routes being 


Our & 


hold; the buldngs 5$ power, ou and access systems will also 


degrade as the situation worsens. 
Rescuing your fellow o 


the inferno to ‘safe zones’. Some will follow 


the piayer willingly, whereas others require 
more coaching. Survivors can be led by the 


hand or carried, at the cost of precious time, 
and in a somewhat sadistic twist the player 


may sometimes encounter a group which can 


ee and the game's conclusion will 
change based on who gets out alive, and 
this, coupled with each character ۶ iver gent 
storyline and m should provide 

replay incentive 


O44 


a search-and-rescue operation that could 


eroes — one accidental, tha others 


so spending too long in an 


blocked as the flames take 


ccupants is a matter of guiding them through 

















is throwing its helmet 


уои take charge of one 


more 


Spike claims to have paid particular attention to 
‘fire physics’, suggesting the building's death 
throes may play out differently with each game 





Max the cop and Douglas the firefighter may 
be more practically useful, but ‘designer’ Scott 
Winkler has them beat for snappy dressing 
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from the equa ti on. 





























The PSP version (not shown) is just as visually 
sharp as its sister machine's version, but 
some would-be early adopters will be 
disappointed that Formula Front is a strategy 
title rather than a fully featured action game 
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AC's menus have always done a good job, 
but Nine Breaker's new streamlined layout 
should remove the need for a pen and pencil 
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Format جوم‎ PSP 
sher: From Software 
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sees human error 


man control 
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Wed Coes каулап" Portable debut, now revealed to De 


roposition for 
dirty to involve 


grease and circuit boards rather than being strapped into a cockpit. 


^ accompanied by a sister PS2 version, is a p 

mechsmiths who consider getting their hands 
While construction and stat-balancing are player-controlled, combat 
with evt mech's performance in 


ictated by its programmable Al. Each battle is assessed by a VS 


is strictiy hands-on arena duels 


Recher O pick out weak spots, allowing the player to address 
their Al strategy in post-match pep talks. Multiple 
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rnech/Al сопїдигайопв can be created and stored for comparison. pacta. 


deficiencies in 


Compared to previous EIS then, the focus is less on 


ati 


fashioning an exoskeleton and more оп fine-tuning the brain behind it — 
tne and of pseudo-programming language 
strategy that has been largely neglected on 
console since the likes of Carnage Heart 
(though It's as yet unclear how intricate 
Formula Front's options are) 

From has declared both versions will 
feature unique content rather than being ports 
or companion pieces, but has remained 
tight-lipped on details, The two versions 


should be able to exchange data, if only to 





Dramatic camera positioning during the battles 
should allow From to play up the series 
customarily crisp, clean mechanical design 


allow those crucial extra moments of Al 


building on the moming commute. 


Publisher: From Software 
Developer: In-house 

Origin: Japan 

за: October 28 Шарап), ТВС (UK) 


fter seven years and nine versions of From's most successtul 


series, the developer is apparently concerned Armored Core 


may be losing its edge - although a fanbase as committed as 


ACS Is unlikely to mutiny for a few more incremental updates yet 


Nine Breaker ê intended to perform the difficult balancing act of 


answering fan expectations while bringing new players into the fold. 
Newcomers will be able to sign on for a training mode, intended to 
teach every detail of piloting through more than 150 lessons. 

Even better, the routinely obtuse menu system (one of the 


à 


disappointments of the recent Nexus outreach programme) has been 


redesigned for ease of use - and not a moment too soon, as the 
already colossal quantity of 
further shipment of new parts. 


The hardcore Core audience 


a 


) recene a 


customisation options are tc 


5 addressed 


with Arena mode, which pares the дате back 


The Arena mode's stages vary in size and 
makeup from no-nonsense death pits, such as 
the one on the left, to more intricate complexes 


rom battiefront scenarios to pure 
rnech-on-mech combat acros 
varying stages. Entering the tournament as a 
lowly Ranker AC, players fight for the night to 
square off against the reigning cham e 170 


the Nine Breaker title. An online rankin 
system will provide Bragging nghts without the 


Soa to mala rn : - سر‎ ct wit 
вес to make physical contact ۱ 


other puny, antike humans. 
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This gleefully violent Metal Slug-meets-indie- 
American-cartoon-Flash-game comes to console 
- well, two of them - packed with new content, 
twoplayer coop and some fabulous explosions 


Format: PC 
Publisher: Empire 


Leveloper: Strangalita 





Better late than never, Empire's FPS treatment 
goes straight for the central nerve stem: the early 
footage is promising, If curiously lacking in 
urgency. But there's time enough to get it right 
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Tim Schafer's prodigal psychic son returns, 
rescued from post-Microsoft limbo by Majesco. 
Some of its once-dazzling mechanics have lost 
their shine to recent psychic upstarts, though 


З 

xy To Glon 

r cal СА انا‎ VAT 
armat: N-an 

Рай пег: Nokia 

[ ПЕЛА СНГ {Г-ГА 5: 


It's quite simple: Pathway To Glory's demo is the 
first and only N-Gage game which has caused us 
to run our batteries dry. Demanding, flexible and 


lavish, its multiplayer potential is still huge 


Till nearly two years after the original release, 
too, but Ubi is turning around the PAL version in 
double-time. The wait for western localisation 
has at least ensured we get the director's cut 
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Publisher Atari 


Lesyploper: Frasa 
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The Sullivan-Bluth-styled makeover of Pirates! 

demanded a console version like it demands that 
exclamation mark. Xbox owners can now plunder 
the Spanish Main from the comfort of their couch 
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Irrational's Silver Age superhero romp, previously 
to be self-published, has secured VU's backing 
for its American release. The fate of the game's 
European release remains on a cliffhanger 


Format: GBA 


Publisher: Nintendo 


Developer: Fuse Games 


Mario Pinball's Japanese release (did we 
mention it's from UK devco Fuse Games?) is due 
at the end of August. Its easy charm and good 
looks continue to impress in both territorias 
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With Halo 2 almost ready to roll Ave make a return trip to Bungie's 
Seattle HQ in order to find out whether the wait has béen worth it 
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Sking Bungie about the singleplayer 
Component of Halo Ais still 
useless. Sotrnalists dó!their best. 
playing the game until i 
becomes embarrassing, but no matter how 
they twist direct questionsinto innocent- 
sounding gambits, Bungie Will nat bugga! 
“We're not here to talk about the on 
game" becomes the familiar refrain. 
Later, we get to speak Me 
Büngie's studio manager, Pete Parse 
and ask if the secrecy is an attempt i 
Halo а mystique, to make a geeky Sh 
FPS interesting in the same way Fr ry's m 
Turkish Delight seem exotic. “Le an' in 
about the singleplayer game.. ^h 


predictably begins, but then goes on to 
answer the question: “It's not about teasing 
our fans. We want Halo 2 to be a surprise - 
to let gamers experience for themselves all 
the thrills and ын of the plot." 







‘end when they get released, For Halo 2 


"TE Eidi 


crackpots and obsessives with the 
‘OFFICIAL Halo 2 Speculation Thread’: 
‘Earth may be a storage planet for the 
Flood - they are hidden under the 
pyramids’ and ‘Master Chief will hook up 
with one of those ‘пем’ female marinas, 
and will have a half normal, half enhanced 
kid’ are two posts setting the general tone. 
Parsons is unapologetic about such 
activity: “The Bungie.net team is a big part 
of the company and it's one of the things 
that makes us special. | think our fans 
realise that we're having as much fun as 
they are. The team has built a vibrant 
community ensuring that the games don't: 










we're going to turn it up to 11. On Live 
we're going to support fans with adjustable 
singleplayer game is just the beginning." 
Turning it up to 11 - is that the Edge 
score he's predicting? Whatever the case, 
this is a company supremely confident 
رو‎ meme 

































Bungie significantly rewrote the graphics engine to accommodate more players in The Covenant plasma gun combined with the new SMG is a potent duo. One knocks 
larger maps. Though poly counts have been reduced, Halo 2 emerges better looking out a foe's shield while the other tears through the body to devastatingly lethal effect 
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We're given a tour around Bungie's 
offices, which is amusing if only to watch 
journalists trying on full-size Master Chief 
costumes. That aside, it's unlike any 
developer we've visited. Not because it's 
powered by state-of-the-art technology or 
decorated like a plush New York apartment, 
but because there's no one here. Well, 
hardly anyone. Turns out most of the staff 
work the hours they want to maximise their 
creative energies. Clearly, one o'clock in the 
afternoon is a bit early for most. 


“Everyone at Bungie works incredibly 
hard,” our quide assures us. “And everyone 
is pretty much responsible for their own 
part of the game, As you can imagine, there 
F à have been a lot of late nights recently and 

still more to come." 
At least the absence of staff members 
è means we get longer to digest the contents 
of whiteboards and concept art hanging on 
partitions as we move around. How about 
this for a Halo 2 creature you've never 
heard of before: a Drinol Beast, a sort of 
hairless, grey monster with one eye – 


Banshee air battles wil feature in the larger multiplayer maps, strengthening the sense 
af scale and drama. A new Covenant craft called the Phantom has yet to be revealed 
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Though the singleplayer game has still not been shown off outside of Bungie's walls, the company 
is keen to emphasise that the Al has been overhauled and improved for the sequel. We shall see 


although there are other drawings of it with 
two eyes so you can't take for granted that 
it's going to make the final game. And then 
there's Bungie's twisted sense of humour to 
take into account. We wouldn't put it past 
the company to put a few red herrings 
around the place, just for a laugh. However, 
one whiteboard does catch our eye, chiefly 
because it’s out of the way and 
unprepossessing. ‘Block 4’ is the title, 
followed by four subheadings: 
'"Spacestation', ‘Flood Lab’, ‘Forerunner 


One whiteboard catches our eye. ‘Block 4’ 
is the title, followed by 'Spacestation, ‘Flood 
Lab’, ‘Forerunner ship’, and ‘Delta Control’ 


ship", and “Delta Control’. Just a nugget like 
this is enough to whip fans into frenzies. 

So far, there's little to indicate what 
makes Bungie special. Can it just be down 
to trust? The idea of responsibility ts key to 
Parsons: “It’s hard to define exactly why 
Bungie is special. Let's put it this way: the 
company only recruits the best, and there's 
very définitely a culture of responsibility 
here. It makes ог breaks them. People work 
hard for the team but they're also working 
hard for themselves... they'll have a 
particular feature to solve or idea they want 


< 051 2 








- The honey pot 


Bungie's playful approach to has recently been demonstrated 
inits www.ilovebees.cor viral campi n. Although Parsons feigns 
ignorance Of Ne subject - "We don'tiget the Change fo read the internet,” 
he says roguishly = it's clear wam Bungie. net's weekly updates that this 
isn't the case, 

Download the latest trailer of Halo 2 and towards the conclusion 
you'll note Bungie's URL alters to www.llovebees.com far à brief moment. 
Accessing this unassuming beekeepers’ site then provokes a hacked 
error message that has set many a forum buzzing. Technobabble 
combined with a countdown clock has incited countless crátkpot theones 
ranging from Microsoft releasing a downloa e multiplayer level of Halo 
2 to Cortana carrying a virus that could devastate Earth. By the time you 


"ad i^ 


read this you'll know whether all ۹ А а worth it 








Control has been ylelded to the 
STETEM PERIL DISTRIBUTED REFLEX. 


This medium is classified, and hes a 
Erro 1۳۳110871۳۴ ISCLIWATIOCN . 


PEASE | COMPLETE: Betwork throttling has eroded. 













in © days this medium will I E 
COUNTDOWN TO WIDE AWAKE AND FHYSICAL: 


Make your decisions accordingly. 


_ to flesh out. Also, the organic way we build the game.) The three new maps give a 
good indication of how much Bungie has 
sons is an energetic evangelist for improved the multiplayer component of 
Halo. It's familiar yet more complex and. 
about playi it himself. A large room is set satisfying. Parsons describes it apt 
۱۳۵۰۲۵۲ an entire day of "When you pick up Halo. 2 we 
to think of it as an old ре It 


the game also encourages creativity." 





the Şame and seems genuinely excited 





Halo 2'gaming. Noticeably, 
Parsons is jumping into any vacated seat, 
getting Stuck in and generally dragging up 
the averages of those away eating pizza. 
We're treated to three new multiplayer 
p Jevels of Halo 2. plus the Zanzibar map first 


Uii 








аы ые Wo елан cre 
Mp ow a with purple and pink 

g around the outer rim and up 
to an overhead footbridge. It's the smallest 
maps We play and ы justa ~ 


| an 
Te — . 


handful of players it's difficult to move afew 


paces witfigbt meeting a foe face to face. 
The second consists of a series of 
ramps zigzagging their way. up toa large 
square platform: there's also a jmp pad - 
that can take yau fróm the lowest level up- 
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The rocket launcher is the most devastating 
weapon here. and explosive canisters 
littered around the labyrinthine corridors 
“ensure that one stray bullet or grenade 

can get you a kill, or killed. 


“When you pick up Halo 2 we want people to 
think of it as an old friend. It has all the same 
clothes, but a new haircut and a wad of cash" 


to the top in an instant, It's a more 
precarious environment and a couple of 
Covenant swords ensure that close melee 
combat is a significant factor. The final map 
is the largest, boasting a central atrium 
complete with huge pool and coconut 
palms, Several passages, rooms, high 


EDGE”! И 


In terms of balancing, there appears to 
be no fatal flaw. The dual-weapon wielding 
fantastically cathartic, but the inability to 
use grenades and the reduced accuracy 
(pressing both triggers simultaneously 
causes your aim to move upwards) can be 
a bitter pill to swallow. Discovering powerful 


weapon combinations is half the fun. А 
charged blast of the Covenant pulse pistol 
followed by unloading a full clip from the 
new sub-machinegun into an enemy is 
absolutely devastating. but just as you re 
getting соскуза rival will annihilate you with 
one slice from the plasma sword that has 
featured so prominently in Bungie's hype. 

Noticeably; the shield recharges much 
quicker than in Halo, and the needle gun 
fires at almost twice the rate. Alterations 
such as these encourage confrontation 
rather than camping. On the levels we 
played weapon sets and game types 
were flocked, bul none of the maps became 
even the slightest bit tedious. A greater 
emphasis on environmental damage — even 
the coconuts can be shot to the ground БЫ 
made for more tactile and engrossing 
playgrounds to fight in. 

In short, despite playing these levels on 


Slayer over and over again, they felt like a 
mere taste of what's to come. 

One of Halo's greatest strengths was 
the ability ta. customise and tweak almost 
every facet in the multiplayer setup. it's the 
aspect that's kept it fresh where every other 
console multiplayer mode has gone stale 
after a few months. Bungie not only 
promises that the rich level of 
customisation seen in Halo 15 to return, but 
also that completely new game types will 
be introduced. Parsons believes Oddball 
will seem tame by comparnson 

“We're going to give gamers some 
crazy shit online.” he adds excitedly. “It | 
have one message, it's get yourself a good 


router. We're going to support fans by 
adjusting playlists and Keeping them 
informed about exactly how well they re 
doing.” Bungie hopes to build a community 


by encouraging people to view a 
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The Plantronics-manufactured headset is 
an improvement on the onginal Xbox Live 
model. It launches alongside the game 















































Pete Parsons (centre left of photo, in white Tshirt, with hands on hips) 
Ww employs only the best. And those willing to do a little dressing up, clearly 


bre eakdown of their stats at its own website. the final phase: "It's flat out and people are 
It's a clever way to highlight the brand, sure, putting in very long days. Everyone is fully 
















but there should be a genuine pleasure committed to the game." Parsons is not 
derived from poring over your game your typical PR man, as his enthusiasm to 
statistics in fine détail - who you played play the game testifies. "When we finish 
against, on what map at what time, and we're all going to take a long nap,” he i 
cross-referencing with those of rivals. concludes. “We'll have some kind of party, m" Mir 
Only when it comes to balancing does but, actually, we're looking forward.to x ۲ 
" Parsons sound a note of panic: “It's a playing online with gamers.” —— 


noth D. and every time | look at the We went to Bungie hoping to discover 
what made it special. Cue visions of 
creative meetings held in rooms lined with 





a | long nap é and 
m actually, we're 
ig online with gamers" 


beanbags. or conversely, an authoritarian 

regime complete with workers’ cells and а 

"Oh, it was eee hink we ian EE strict chain of coffimand. But, prosaic as it s” 

ice. Yo OU x vs ne sounds, BungierGespite the absence oF 

wid Gk aa ee | | employees during the visit, 15 just like any 

пота for the entia a сап get every other developer. 

annoying. You now have to use vehicles Except every other developer wasn't 

much more tactically and being able to responsible for Halo. 

board them adds yet another dimension." But is Bungie in danger of being known 
Although the office is less than . | for one game alone? "No way," Parsons 











half-empty : during J our visit s i за lsc B finishes agaman ‘nade have sine 4 All Halo's vehicles return in the new multiples A 
Saturday) Parsons is keen to stress how games in development? "You just pee fire. Boarding craft and knocking pilots out of their seal 


much work is going in te LI ти du | Г. wait and see.” 
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lam TIT or, cut from Halo towards the end of development, New gameplay tweaks include armour that crackles when the shield is down, a 
ai, However, it has not been present during the game's beta longer, higher jump, guided rockets and a speed-boost facility on many vehicles 
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THE 


BUTTERFLY EFFECT 


oplinter Cell Chaos Theory, Sam Fisher’s third mission, is his 
most ambitious yet. We made our way across to Canada to 
find out how Ubisoft plans to substantially evolve the series 


E here is usually a moment on a press 
trip, typically just after you first 
enter your hotel room after a 
transatlantic flight, when you wonder 
whether the game you've come to see is 
worth the countless miles travelled. This 
time, however, there's no such instant of 
contemplation because the answer is to be 
found lying on the room's desk. Ubisoft has 
kindly arranged for a Splinter Cell ‘goodie 
bag to be delivered but, unexpectedly, it's 
the hotel directory next to it that has 
the quality of Sam Fisher's latest mission. 
In it, the hotel's general manager has 
personally signed the introductory note - 
twice, in fact, given that the quide is in both 
French and English. And that's for each of 
the hotel's 258 rooms. 


with the Canadian side of the equation 
providing a dedicated team to only look 
after that game's multiplayer aspect = a 
structure it has again employed (see 
Togetherness’). Currently with a headcount 
of around 150, it's Ubisoft's largest and a 
convincing indication of the publisher's 
commitment to the third instalment in its 
popular stealth franchise. For Chaos 
Theory, the company is addressing issues 
both press and public had regarding the 
previous two iterations, while attempting to 
push the concept of stealth further and 
enhancing the player experience. 

“One of our ambitions was to make this 
game a little more massmarket, to get a 
larger audience by fixing all the frustrations 
we had in the [first] game,” says producer 


For Chaos Theory, Ubisoft is addressing issues 
while attempting to push the concept of stealth 
further and evolving the Splinter Cell universe 


This level of attention to detail extends 
beyond Montreal's hotels and, more 
relevantly, has been particularly 
characteristic of recent projects to emerge 
from Ubisoft's Canadian operation. 
Established in 1997, Ubisoft Montreal now 
houses 900 employees in 150,000 sq ft 
arranged over three vast labyrinthine floors 
of an old textiles factory. It is, it proudly 
boasts, the world's second largest 
development studio. It has its own gym, 
several recreational areas, and each of its 
kitchen units comprises nine microwave 
fot its ostensibly committed staff. 

“Опе group of employees that has 
certainly been making regular use of the 
culinary facilities since the autumn of 2002 
is the original Splinter Cell team. (If you're 
wondering, Pandora Tomorrow was 
co-developed in Shanghai and Montreal, 





Mathieu Ferland, “but also to support the 
hardcore gamer with the non-linear 
structure, with all the secondary objectives 
and opportunity objectives and bonus 
objectives and all the little details they'll 
discover when playing the game." 

They may sound unconnected, but 
these elements are related to one another. 
warking together to remove the linear 
nature so criticised of Splinter Cell (which, 
it emerges during our trip. originally 
removed for reasons unknown). 
explains Chaos Theory's approach: “We 
really wanted to have what | call controlled 
non-linearity or semi-open topology. The 
world is open and you can go in any 
direction at any time but what we have is 































































the buttertly efect 
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Fisher now feels connected to the environment, with a realistic stopping ability and his feet firmly 
on the ground - not easy to achieve; Montreal claims to be the first developer to have realised this 
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that the level designer builds the map in 
accordance with the script and with the 
design objectives of the game, and he 
plans out these ten or 12 areas and how 
they're topologically interconnected. He 
plans the path he wants the player to take, 
and this is the path he focuses most on. If 
there are other paths available, that's fine, 
but we need to make sure that the path that 
the designer designs and spends the lion's 
share of his effort on is the path that 80 per 
cent of the players take. The non-linear 
paths are still there, but they are really 
intended more for the hardcore players, for 
the repeat players to add replay value." 
One particular example, a Tokyo bath 
house brimming with guards, allows two 


"Sam now carries a shotg 
seque 
the fight sequences 
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main routes through (with the occasional 
sub-path thrown in) and while both 
encourage Fisher's trademark considered 
stealth infiltration method, it's promising to 
be able to test the developer's claims that 
the game can now also be played in more 
conspicuous fashion. "Just because we're 
encouraging and rewarding the player to 
play stealthily doesn't mean the game 
doesn't support action," Ferland offers. 
“Sam now carries a shotgun for those 
specific sequences where there's lots of 
firefights, and we've been developing the Al 
so the fight sequences are much more 
attractive and relevant.” 

More on the Al in a moment. Levels are 
now more structurally complex and offer a 
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The Montreal-based team is working hard 
on audio: sound propagation, volumetric 
sourcing, sound masking and better ambient 
effects make full use of the game's 5.1 mix 


multiple-path system. Players can make 
decisions about game flow, but by 
implementing a series of objectives in 
addition to the multi-path approach the 
developer can, to a certain extent, still 
control the player's actions. While primary 
mission-specific, opportunity objectives 
take the form of, say, planting bugs on six 
telephones - they're not heavily story 
focused but serve as a balancing and 
guidance tool for the developer to invite 
gamers into most of the map's areas. 
Similarly, bonus objectives reward the 
meticulous player who is prepared to 
explore the environment in minute detail. 
One interesting addition is the inclusion of 


њ 


ип for those specific 


леге there's lots of firefights, ana 
mucn more ati 


tractive” 
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‘fallback’ objectives, which only come into 
effect once the mission has gone wrong 


and serve as a way of reducing the number 


of what previously would have resulted in 


New intelligence 

Your opponents, on the other hand, will be 
The Al has been completely rewritten and 
now uses navigation meshes rather than 
navigation points of SC1. In addition, NPCs 
benefit from increased environmental 
awareness including mirror and shadow 
detection, contextual search animations 
(such as looking over a railing) and memory, 
rather than going back to an ‘idle’ mode 
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іп addition to his usual spectacular array of gadgets, Fisher now carries a knife, allowing for the 
display of the game's ragdoll physics model in some of the new close-quarter combat moves 


after a set time period. They can perform 
complex tasks such as teaming up with à 
fellow NPC to perform searches (and notice 
if the other goes missing), flanking, and 
converging around a specific object to 
Furthermore, the developer has 
depend on the number, and nature, of 
stimuli. "We're thinking that it's very 
life,” expands lead programmer Dany 
Lepage. “Of course, if they care about their 
life they're going to be behind cover very 
often because they're not going to stay in 
the open and that's going to [make it] 
difficult for you to kill them." Howewver, 





Lepage is keen to point out that the team 
has ways of ensuring the Al isn't so clever 
as to make the game frustratingly difficult, 
such as limiting their accuracy and cone of 
vision: “1 think they're going to be much 
more interesting opponents. You're going to 
have to think a lot more to get the same 
result because the behaviour is going to be 
different depending on what you do — 
they're going to have a strategy that will 
adapt quickly to what you're doing and 
you'll need to use something different to 
get rid of them.” To prove the point, Lepage 
demonstrates a firefight between Fisher 
and a soldier who appears impressively 
sharp in his use of surroundings for cover. 
In practice, we find the enemy's perception 
level to be a little overenthusiastic, with the 
slightest look around a corner resulting in 
immediate detection, but the team readily 
admits there is still fine-tuning to be done. 

Which seems like an appropriate time to 
leave them to it. In terms of atmosphere 
(the combined result of standard-setting 
animation, graphics, audio and Al, plus a 
novel coop mode), Splinter Cell Chaos 
Theory is a determined leap forward for the 
franchise and, potentially, the stealth genre 
as a whole. It's not quite there yet, but 
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Fisher's revised arsenal allows inventive players more freedom when it comes to negotiating levels 
- you can disable a guard by discharging an electrical blast into the water puddle he's standing in 
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May contain small parts 


Lego Star Wars, from startup publisher Giant Entertainment, is Сеа. 
two extraordinarily beloved entertainment universes into something new.. 
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ш o begin, a line of Lego trivia. The word Leg: 
comes from the Danish ‘Leg Goat, meaning 
to play well, That is the Lego philosophy - 

Dict Ing wc cru] ih Fi ТИЛИ HE I Ou 18! T S ario ‘tie mal 
almost everything the Danish manufacturer has 
branded since its inception. To continue, a cheap 


shot. Lego videoaames have not (traditionally) 
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played well. Star Wars games, too, have forged an 





theoretically tailor made for месо 








ing and each a curse. 


it's likely, then, that that an Edge reader will have 


me to this part of the magazine last of all, 
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garne's publisher, Giant Entertainmen 


without missmq a Deal, 
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Lego 'studs' are enormously evocative, and they work well 
as an interaction signifier. It's hard to look at the bigger 
ships without wanting to prise apart the bricks and rebuild 


hardcore, s 
what they want. The 
Interesting. Just 


Mr 
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camera adventures through landmark set-pie 
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friendliness that encourage 


expenmentation. VW 


start to hnush, the ide 


By using the force (mapped to circle on the PS2 pad) Obi-Wan and Qui-Gon can take Lego objects and reconstruct can attempt to manipulate Le 


them. The new structures may give be important to progress, or simply give access to power-ups or extra areas or smash qs with their sal 
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Press the START button 





The point is that if it’s made from Lego you can play 
with it. And when you realise that, you realise what's 
fundamentally different about this Lego game 


and push Lego levers; and royal guards vwill shoot 
the cutest laser pistols.ever, or úse grappling hooks 
to reach higher platforms. There are many more 
characters and many more ways of manipulating the 
environment, but the point is that if it's made from 
Lego you can play with it. And when you realise that, 
you realise what's fundamentally different about this 
Lego game. It's about transferring the Leg Godt 
philosophy into videogaming, not. taking a 
videogame and colouring it with bricks: 

omith explains how that concept came about: "Il 


started with the idea that Lego could make a great 
computer game. There was something .in that 
lantastic experience of playing with Lego that we all 
know about, that could be brought to the world of 
videogames that we all love. That could match. That 
could create something new — that could draw on 
what was in Lego, but take it into 
But why bring Star Wars into it? "The thing with 


a new place." 


Star Wars meant that we could bring the world's 
favourite characters into that idea, and create 
sornething that would be extremely accessible, 
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Construction complete 





The stio побно Logo Star Has re recreations of hr Lego kt 

rparts. Better than that, ‘they're constructed out of virtual versions of 

arately built bricks, meaning Traveller's Tales has essentially turned - 

Maya into an infinitely large Lego kit. "It makes it building models a lot easier,” 
explains lead artist James Cunliffe. "Slave-1, to build, is an afternoon. Building 
a new spaceship out of regular polygons would take a whole lot longer." Most of 
the ships are built out of similar bricks, since reusing odd pieces from previous 
kits is a source of pride in the Lego design community. You'll find the wing panel 
from one ship might have had a previous life as a spoiler on an F1 car, and that's 
a technique that Cunliffe is continuing in the videogames new Lego creations. 
ао lep ne that are his eye soc ats, 




















attractive, exciting. Lego's range of Star Wars play 
materials has been one of the most successful 
ranges of toys for the ms toy company. Much 
loved by us, much loved by everyone we know, by 
many millions of people throughout the world. So the 
next question was what would the Lego Star Wars 
game be? What are all these great vehicles, all these 
great characters, scenes from movies that we live 
out when we play with the toys, what would that be 
ike in a videogame?" 

So Lego brings the structure and Star Wars 
Dings the universe. Interestingly, though, just as 
Lego's designers have been allowed to experiment 
with the vehicles in the universe themselves — check 
the back of any Star Wars Lego set and you'll find 
other, non-Lucas creations that can be built with the 
same pieces — so Lego Star Wars turns the 
cinematic story into à playset. As players progress 
through the game they unlock characters, and these 
characters:can be taken back into previous scenes. 
By combining their unique skills with those of the 
characters already present in the level it's possible to 
reach new areas in a gameplay twist that may 
remind some of The Lost Vikings on a grander scale. 


pa 











Star Wars wouldn't ba Star Wars without some saber slicing and laser 
swooshing, and Lego Star Wars doesn't shy away from either. Jedi have 
lightsabers with which they сап perform simple, single-button combos, each of 


the fighters having their own particular moveset. Holding down the attack button 
will block, while laser blasts can be reflecting back at opponents with well-timed 
swipes. Other player characters have different methods of attacking their 
opponents, including R2D2's strangely satisfying ability to disable droids. “| 
think that as soon as you pick it up it has immediate playability,” says Pardon: 


Also of note is the "drop in, drop out’ twoplayer 
dynamic, which allows a second player to enter or 
leave the action on a whim. There are always 
between two and six possible player characters 
on screen, and pressing Start drops player two into 
one of their bodies. If they'd rather play à different 
part they can approach their choice of host and 
transfer their spirit with the tnangle button. The same 
goes for player one; of course, which is how they 
can solve the multi-charactar multi-skill puzzles. The 
A] of the rest of the party is smart enough but it's 
essentially static, not progressive = it will do the 
minimum raquired to keep itself alive, and shadow 
your progress through the level intuitively, but it won't 
solve puzzles or rout enemies. 

With such a strong emphasis on a. wide range of 
characters, much thought was put into how the 
instantly recognisable Lego minifigures were to be 
recreated in a game. Initially animated in a similar 
fashion to the comedic (runny-cos-they re-rubbish) 
Lego stop-motion videos that pop up across the 
internet from time to time, Travellers Tales soon 
decided on something more organic. "It was pretty 
obvious we weren't really going to be able to stick 
with plastic," explains Jeremy Pardon, Lego Star 
Wars’ lead animator. "That worked better, creating 
characters rather than just copying the minifigs. | 
mean, there were technical problems anyway — the 





Jango Fett is one of the developers’ favourite characters. Like the rest of Lego Star Wars' cast, he's beautifully 
animated – watch his tiny body recoil in mid air as he hovers and fires his pistols, or the little flourishes as he spins 


plastic was Built to work and function in a certain 
way, which as a character it doesn't necessarily do. 
A good exampie is if you open their legs, they 
actually have something in the middle, and it starts 
to look....ummm...” 

Lego Star Wars' minifigs have a sort of flexibility 
thats absent from the figures on which they're 
based, knee joints flexing as if the legs were made of 
soft rubber, plastic hairstyles flopping comically with 
their owners’ motion. The painted-on facial 


weeks left on that project, just kinda fixing bugs and 
stuff, but we were all so excited at the new project, 
at the prospect of being able to play with Lego 
basically, that we just cracked on and built... well, 
we had halfa dozen characters, a speeder bike, 
stormtroopers. Helped by lots of Lego." 

How did the Lego designers react when they 
first saw their creations moving? Smith interrupts. 
"They were just blown away, everyone, right from t 
start, right trom the first minifigure they saw move 
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If other Lego games have shown how Lego would 
look if animated with Thunderbirds-style strings, 
this is Lego done by Pixar, flexible and emotive 


expressions are beautifully animated, too. If other 
Lego games have shown how Lego would look if 
animated with Thunderbirds-style strings, this is 
Lego done by Pixar, flexible and emotive, almost 
inevitable when you consider that the team's last 
game was Finding Nemo. 

"Actually, when we started, we hadn't even 
finished Nemo, had we?" grins Pardon. "And we 
were doing the first demo of the game. My producer 
on Nemo wasn't very happy. There were a few 


around. Everyone just said: ‘That is 100 per cent 
right." Was that because they had pretty low 
expectations? “They had no expectations. None 
whatsoever, because they didn't know what we 
were going to do. At all. 

"But the results were spectacular, and proved 
what we'd been hoping for: that these characters 
could come to life as videogame characters. That 
the world in the imagination of a child or adult = 
becoming a child for a moment as they play with the 





It's not all platforms and puzzling - here, one of the 


movies' key sequences is recreated as a linear shooter, 
while the famous pod racing also has a Lego equivalent 


Lego and live out that story — could come to life ina 


really cool way." 


If you want an illustration of exactly how cool that 


cool way is, take the short, sharp cut-scenes. 
Linking the action, they compress Lucas s newly 
verbose storytelling into tiny, expression-filled silent 
mowvie-style bulletins. At the end of Episode One - 
and this is spoiler terntory for those who ve been 
ling in a hole for five years, so beware — Darth 
Мац final, fatal fight with Qui-Gon and Obi-Wan 
is jammed into 20 seconds of supercute lightsaber 
dancing. When Maul falls, split asunder at the 
waist into his two minifig parts just as a real Lego 


i 
(Fi 


rninifig would, you can see just how well they ve 
captured the essence from both universes — the joy 
from one, the character from the other — and have 
created a third. 

Or, as Smith explains. it's about ignoring 
theoretical convention and returning to Leg Godt: 
"If this was a mission to clone those plastic toys 
and represent them in a videogame, we would 
have all kinds of challenges from a technical 
perspective, to try and make that fun. But the 
mission, right from the start, was to say: What's 
the garne of Star Wars Lego going to be like? What, 
in that currently existing plastic world, can we draw 
upon to make that game?’ But if new stuff needs 
to be created to bring characters to life in this 
imaginative world, we are at liberty fo make those 
changes. The Lego ethos is biager than any one 
particular representation.” 

That's difficult to disagree with. But how will 
Giant persuade Edge readers that this is the 
one" That this is really, actually, genuinely going to 
play well? Smith's threa-stage answer Is simple. 
Stage one: "We would show it to them." Stage two: 
"And they would play it." Stage three: "And they 
would enjoy it.” 

Right now, we've got no reason to 


suppose hes wrong. 
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From left: Giant Entertainment's managing director Tom Stone, development 
director Jonathan Smith, and Loz Doyle, producer on Lego Star Wars 
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WALLET-FRIENDLY FIRE - 


As beefier tech specs and supercharged graphics chips continually push 
the realism agenda, the bedroom coder has returned to making shooters 
with a new mantra borrowed from Japan's Treasure: ‘be attitude for gains’ 
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cheaply acquired web space and, with a 
link to an online 9 ۱۱ company, sell a 
complete, tull-price version all without 

the permission ol publisher Su (0 
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And. while the internet has its shi 
of weirdy Flash games and hack-jo00 
puzzlers, it's shoot ‘em ups thi it tend to | ! : Ж CHO REN SHA 68K 
dominate. “Shooters аге a quu k thing to ۱ www2 زا‎ 2 -yosshin 
develop,” says Matt Verran of Hermit 
Games (author of Super Mano-Pac and 
Asteroids/Ikaruga hybrid Troidh. "You just 


put a sprite 4 green, get it moving 


around, add some bullets, something lor 


the bullets to hit, and you have a ۱ ۱ WARNING FOREVER 


www18.big.or.jp/ -hikoza/Prod 


shoot ‘em ир. it's also мегу ваѕу tū 
change gameplay radically by just 
tweaking a small thing You have plenty 
of control over what you can force the 
player to do without complex physics 
or Al or anything.” 


it's a punk -style reaction to the slick, 
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Mike Michael ol Fi иприт Games 
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ex-employee of Argonaut Software. H 
wasn't much Tun ‘he says. “You have to 
keep going off on strange tangents in 
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technology. Commercial games have \ | BULLET PHIL 

become more About technology and less : | ORCHESTRA i ARMONIC 
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That doesnt happen in the commercial 


sector. Decisions are often made тат 


away from the development heart. PERFECT 
CHERRY BLOSSOM 
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balance' and "insti tive and addictive 





‘curtain shooters | 


“Сіп do their best now please watcn warmly 
until it is ready") is all à front. РСВ is Steely, pi 
tough, and à slick, professional job tna i — 
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'YOU PUT A SPRITE ON-SCREEN, 
ЗЕТ IT MOVING AROUND, ADD 
JULLETS, SOMETHING FOR THEM 
ГО HIT, AND YOU HAVE A SHOOTER" 
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Like most homebrew shooter 
designers, Michael's desian logic is 
based on trying to ape the fee! of other 
games that he loves; to figure out what 
they're doing right and then rework it his 
own way: “With Space Tipper. we didn't 
do any market research or ату hing like 


that. | just wanted to write a game tha 
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There's a big pleasure in stripping 
away stifling management tiers and 
акта responsibility for something 
yoursel, it's а theme that carries over to 
good shooter gan relay: if it all goes 
WONG, al — you сап Say: ‘That was 
my fault. ۱۱۱ do better, next time’. As 
Verran says: “1 don't want to compromise 
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companies acting like indie music labels 
Wwruch аге willing lo accommodate less 
mainstream games and take on the 
hassie and overheads in return for a 
profit cut. Mind those seductive 


advances, though 
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۱۱۳۸۵۲۱۰ “It took 18 gruelling months." 
ays Flack When the game was 
released into the shops, it was well 
received, but І don't think Idigicon had 
anything more in mind for it than to prop 
ир the bottom of the bar jain bin 
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An even purer 16bit-style shooter. Stylistically 
similar to Space Birdz, but more ins red by 
Galaga than Phoenix Plenty of character ۵ 


hurnour, with some inventive levels and - best 
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SPACE BIRDZ 
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shooter. Glossier and better 


Works well as a straight remake of Phoenix, 


» nut seasons the formula with Its Own ideas 


SHOOTERS MAY BE MARGINALISED, 
BUT THE CREATIVE WORLD THEY 
LIVE IN IS TIGHTLY KNIT, AND GAMES 
TAKE CUES FROM EACH OTHER 
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ABA Gamos' Par sec47 invites you to ‘defeat 
retro ۵ modernty’. Just don't blink 


cinco Нег dared to ое different, 
shooter design has scaled back a little 
even in Japan = and the Doujgn shooters 
reflect this orefernng to ۷ ikle in their 
own little stealth-tw eaks and riffs on 
familiar formulae (Warning Forever's 
hoss-rush, mt otage's cheerful lifts trom 
Giga Wing, Ikaruga а! id Psyvanar) 

Arelreshing element of the 
home-grown shooter explosion is how, 
for a change cultural influences are 
flowing ۷ east to west. On top of the 
impact of commercial shooters (Verran 
claims ‘Troi was ‘ebconsciously 
influenced by кап юа!. the Dowin games 
are Dusy making the little leaps in 
innovation that leak through to westem 
DIY designers. Shooters may бе 
marginalised, but the creative word they 
live in is tightly knit, and one in which the 
games take their cues Irom each other. 

it's through à seemingly instinctive 
affinity with ultra-complex "bullet hell 
«hooters thal Japanese gaming culture 
has heen viewed as more ‘hardcore’. The 
TT of difficulty never used to be а 
problem in the arcade era. It was а 
logical design factor. à machine wouldnt 
make much money if it was too easy 
But, as с ommerciai shooter culture gets 
more insular, it's in danger of becoming 
inbred and appealing only to highly 
skilled players. This is where the 
homebrew designers step ۰ twisting 
and toning down and providing a similarly 
challenging expenence without the 
publisher fear factor of convincing 
gamers to pay for something thats too 
hard’. Gradius V's cut-scenes may pay lip 
service to the mainstream but the game 


itself is as uncompromising as ever 


DEMONSTAR 


www.mking.com/mac 


Met gains 

Thanks to the internet, bringing a game 
to the attention of the public isn't a 
oroblem any more. Homebrew shooters 
can share attention space with their 
commercially developed counterparts 
“The internet has become an extension 
of retail,” says Michael. “That whole 


shareware concept i ме us what you 





think it's worth’ has Gone. The internet is 
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shop window, reaching as many potential 
customers, as someone like Amazon - 


and that’s very liberating.” But until 
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Apart from the Kenta Cho Ae home-grown shooters can find their way 
Conversions m -l а rd 
VET SIONS shooters ar onto the shelves of Game and 
Blockbuster, there will always be a 
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removed, underground element to those 
barely penetrable Japanese websites 
and shabby PayPal prop-ups. So, how 
about taking a stealthier approach? 

The concept of hiding small 
ndependently developed games in big 
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commercial releases 5 Starting to find a 


bit of favour. It may feel a bit undersold 


but at least it gets people playing. The 


BATTLE OF YAVIN Т | inclusion of the onginal Atari arcade Star 
BATTLE OF ENDOR mda. Wars/Empire Strikes Back in Rogue 
Www. bruneras.com -— ; Squadron il was a nod in the right 
direction, but much more striking is old- 
school, Tempest-meets-Hobotron 
shooter Geometry Wars, hiding in the 
Project Gotham Racing 2 garage as a 
surprisingly playable Easter egg 
"Geometry Wars started as 
something | did when I was bored 
working on Project Gotham Racing Î 
says designer Stephen Cakebread. “| 
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THE CONCEPT OF HIDING SMALL, 
INDEPENDENTLY DEVELOPED 

GAMES IN COMMERCIAL RELEASES Vague بت‎ IIS 
IS STARTING TO FIND FAVOUR Ут" 
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drops out’. In the end, it actually delayed 
the PGR? schedule. because the artists 
were playing it when they should have INTENSITY XS 
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“| think that nomebrew games do 
Nave a place in Mainstream gaming,” 
Says PGA? associate producer Chris 
Pickford. “To give the player a break 
from the usually complex main game. But 
| don't see us accepting submissions 

Bold and samev from the public ust yet. Anything like 
As a break from scrolling starfields and ۵۷ H JuSt y nyth ng "e 
As i is takes a refreshingly Geometry Wars we do in the future will 
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spacaj ‘claymation’ approach. The have to be made in- house," 
unique moulded, 'claymato 
sion detection is offset by bright. In the movie indi iStry, bigger studios 


chunky collis N* Twin Bee 
i Eon WE Тип eo lee be T* " oue 
all J [ж TES and an ё | en Pop jd gis h r take profits Де] L their major j eleases to 
у تن‎ LES DDWEeT-UDes. W cn n 
a system of colour-coded power-up - support smaller projects. The games biz 
Ay uy IT = 


caa АП і 
used sparingly. B 


styl = 


е 


are finite and have to b Dig boys could De about to follow, with 


lack'c 

he above link (author Anthony Flack METHOD ak ka 

from the above ۸ n heartening "OSes out of М ICrosoft aout 
аа аа тва ST = 

п gets More COmrmissian Stem. $ 


he gr - Xbox Arcade- а Dranch of Xbox Live up/power-down sys 
which plans to offer Small garnes for 
download at around £5 each. Ideal for 
gamers who fancy a more Immediate, 
arcadey hit as a bit of relief from faffing 
around with Fu Spectrum Warrior. 

1۲, asa game designer, you want to 





react against the current obsession with 
GRIDRUNN ER++ realism, Knocking up a quick shoot 'em 
www.llamasoft.co.uk up IS Clearly the way to go. There's no 
language barrier (shoot Scary things, 
avoid bullets) and you can be completely 
abstract and play up to all kinds of wild 
artistry. While most sophisticated 
commercial games dump a chunky 
interface of demands between the 
player's thought and action, a good m 
shooter always Keeps it open-ended and TSUNAMI 2010 h/Games.htm 
pure. Again, it comes back to the www.uni-ulm.de/~s_cwaee 
freedom thing. As PomPom's Michael 
says, "Shooters are about survival with 
minimal rules They're anti realism 
because there aren't any physical laws 
You can create your own physics Why 


Dother bowing to the изиа! imitations 
of gravity, when you can be free 4 
to do whatever you want to do?" 
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d Entertainment's rise and rise has turned it into a development superpower. 
eet three of its key figures to discover how the Diablo creator works its magic 
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Throughout the building, white space fights a losing battle 
against inspirational decoration (top, above) or the desire to 
hoard all Blizzard merchandise ever manufactured (centre) 


«080 





REALTIME BUSINESS STRATEGY 
Blizzard's senior vice-president, Frank Pearce 


Considering the aloof, number-crunching connotations à 
vice-president title entails, it comes as a guilty relief that 
Pearce's office, though presentably managerial, features a 
life-size sculpture of Orcish antihero Thrall looming over the 
table at which we're seated - and another that Frank Pearce 
joins us wearing a smart button-up Wanra shirt. 

“Our growth has been quite... challenging,” he begins, 
E a precedent for gentle understatement our other 

nterviewees will follow. “When we were making SNES titles 
the dev team consisted of maybe one-and-a-hal 
programmers and three or four artists. Even when we started 
making PC games, with WarCraft: Orcs And Humans, t 
was wit^ a very small team by today's standards." 

A very small team compared to today's Blizzard, also: the 
mythic resonance of its universes has been mirrored by the 
company's status as a great American success story, ۷۵ 
Of WarCraft alone has a core team of 65 developers, but also 
draws on the 25-strong Blizzard Film cinematic department 
and an eight-person sound studio, in addition to server-side 
support teams and ۵ Mac port contingent. The company has 
also acquired a sister studio, San Mateo-based Blizzard 
North (developer of the Diablo line), which has doubled in size 
to keep pace with the irvine offices relentless appetite. 

"And that doesn't include tech support,” adds Pearce. 
"On SNES games, obviously, there was no tech support, but 
when we started PC development we made a conscious 
decision to provide it ourselves, rather than relying on a 
publisher — we felt it was the only way it could meet our high 
standards of quality, We have our own QA group for the 
same reason." 

This combination of self-sufficiency and perfectionism Is 
as characteristic of Blzzard as the production design lavished 
on its games. It suggests that the imminent move into the 
massively multiplayer arena — a plastic-packed office already 
awaits the WOW game master staff's arrival, life imitating 
reaitime strategy production queue — is not a leap into 
unknown territories, but an obvious step forward. Blizzard 


of the company’s titles, and assumed team lead duties on 
WC? during the project. 

“| call it ‘vertical integration” — he pauses to chuckle at 
the business-speak. "On WES not only was | programming; | 
was the team lead, and in my role at a high level in terms of 
strategic decisions. | enjoy it a lot, because when I'm working 
on the code for a game I'm very in touch with the product 

ye're making, in touch with the dev team as opposed to just 
managing = that’s not where | want to be.” 


A similary bonding aspect of Blizzard culture is their ethos 


of collaborative design - while there are set design roles on 


“We made a decision, as a team, to spend every available 
working hour on it until it was right. And that took five 
months, but ۱ think a big factor is the passion everyone has" 


player support has been traditionally generous, from the 
free Battle.net matchmaking servers to exhaustive 
past-release updates 

“It's not just a bullet point for the back of the box: | realty 
view the Blizzard community for each specific game to be a 
huge feature that adds value to the product. So It's important 
tor us 1۵ nurture that community and ensure it has a long 
lifespan,” Pearce says, Regular balance fixes, map 
downioads — and In the cases of WarCraft 3 and Diablo 2, 
entirely new content — have ensured Blizzard's back 
catalogue remains viable years after release. 

For all their success in keeping their fanbase tapped 
into the Blizzard vision, repeating that success internally 
through the company's exponential growth must require just 

as much dedication, 

"It's certainly а challenge we're facing with 300 people. | 
don't know everyone in the Building; | don't think anyone 
does," Pearce agrees. Notably, the founders have remained 
involved at the development level: Pearce has coded on most 


projects. ай members participate in the game's direction. 

"| want to say "Dy accident," grins Pearce when we ask 
how this came about, "but I'm sure it was a philosophy Allen 
[Adham, one of Pearce's fellow co-founders] was applying to 
the way we did things. We had committees, ‘sirike teams’ 
who would talk about the biggest issues at the time. If you 
nad ideas or opinions you could provide them to the tear, 
and feel that they would objectively represent your feedback. 
And we still use that model." 

The development philosophy most familiar to Blizzard's 
audience, however, is that of not releasing games “until 
they're ready' — a strict regime of quality control that Pearce 
appreciates is a hard-earned right 

"We're very blessed in that our track record for success 
gives us a lot of leverage. As long as we can continue to 
prove that we do what we do very well, then our opinions on 
how long to hold a game are given a lot of weight. Newer 
developers probably face issues with milestone payments, 
publishers leaning on them to get the product done early. .. 





There's a constant battle between developers and publishers. " 

Though the effect of extended development on the 
finished titles is obvious, with few western developers able 
to match their finessing and polish, we wonder what effect 
It has on the teams concerned. 

"When we talked about crunching for WCS, we wanted 
to get the game to our fans as soon as humanly possible, 
and for it to be something we would be proud of," Pearce 
recalls. "So we made a decision, as a team, to spend every 

available working hour on it until it was по. And that took 
five months. ۵ айсы "uit process to manage, but! think а 
big factor is the passion that everyone has here, what they 
share in terms of a vision for the games." 

By nature, the company is an overprotective parent, 
gniling would-be suitors on its prospects and demanding its 
franchises are delivered home by 11 - and this has resulted in 
a somewhat edgy relationship with thirdparties. Infamously, 
Blizzard's only canned project, WarCraft Adventures: Lord 
Of The Clans, was a thirdparty effort, and more recently 
StarCraft: Ghost has suffered lengthy delays and a change 
ol co-developer. 

"It's an area where we've tried to broaden our horizons, 
and it's probably where we ve had the biggest challenges, 
because we're not as close to the development process," 
Pearce comments. 

Though Pearce won't be drawn on whether the recent 
arrangement with Swinging Ape Studios will see more 
Blizzard franchises continuing on console after Ghost, we 
ask if he doesn't fea! that the growing online multiplayer 

community, and the enduring popularity of Diablo-homage 
dungeon hacks, indicate a platform and audience ripe for 
Blizzard attention 

"Ever since the first WC our expertise has been on the 
PC, $0 we've чу rue to our expertise. And ۱ look at 
and | don't feel we missed out D, 
focusing c our & rene says Pearce, “Dut we ve never 
пас a shortage of great ideas for console games — just of 
people to implement thern." 
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THE ART OF WAR 


Blizzard's art director, Samwise Didier 
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has been Blizzard's art design: a striking. pulp sensibility that 


may De an acquired laste, Кий one acourane 


mn ether side 


of the Pacific, side-stepping polarisation of appeal to either 


eastem or wester audiences. A recently launched Tan art 


program — selected pieces are featured both on Blizzard's 


gional mix of submissions. 

“We haven't changed our style since the very beginning. 
The first orc we ever did, in [1984 platform-action title] 
Blackthome, was just a litte guy chasing after Blackthorne — 


but we thought, “Hey, these guys are cool, So we used that 
character for our orcs in WarCrart," says Didier. “Artistically, 
we've always gone for the same sort of goals: we try to keep 


everything over-the-top, over-proportioned, anc really 
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WORDS OF WARCRAFT 
Blizzard's VP of creative development, Chris Metzen 


The sheer amount o! media in Chris Metzen’s office – 
comics, novels, artbooks, gamebooks, videogames - ls 
almost daunting, threatening to bury him beneath an 
avalanche of storytelling. But Metzen's own creative output is 
no less prodigious: his work has created the formative 
mythos around each of Blizzard's universes. 

“| was probably the 15th employee = | started on Justice 
League Task Force for the SNES as an animator,” Metzen 
recalls. "Warcraft had turned out to be an unexpected 
success, and it was around the start of WarCraft 2 that | 
stayed late one night and jammed up a three-paragraph 
summary of what might have happened between WC and 
WEZ. That got me put on ИИС? as a ‘designer’, We didn't 
know what that role would be at the time; | think the bosses 
expected it would be making pie graphs, mechanical 
design, but | just sat there all day making stuff up, and it 
took offfromthere." — 

There's that Blizzard understatement again, With 
Metzen's extrapolation, WarCraft grew from a self-contained 
baitie between two races into an entire continent of clashing 
cultures, then a word of them. 

“1 was trying to build a big history based on this small 
conflict. And with Word Of WarCraft, you're seeing this ittie 


idea тот eight, nine years ago bring about this thing infinitely 


bigger than any of us, with hundreds of people having now 
forged it and added their vision,” 

While cultural context would inform the character of WC 
and StarCraft's opposing factions: "Everyone designs the 
game: we all come up with unit types and powers and 
construct that chess game, and I'm the guy that plays 
aoalie on whether ideas are appropriate to this race, 
culture, mechanic," explains Metzen — it was his devotion 
to backstory that would strike a chord with Blizzard's 
growing fanbase, 





“| grew up with Dungeons & Dragons, as a Star Wars fan, 
as a comic fan, with their vast continuities. They hooked me 
so young, and kept providing me with serial instalments of IP 
that | thought: that's where it's at. I'm always confident we'll 
build cool, fun games to get people to play – but what If we 
attempted to construct more of a universe for them, and 
keep people thinking about them when they're not playing 
So that was always the theory. It was hard in practice: | 
remember the bosses telling me: 'Dude, we need you doing 
pie graphs, по one cares about this and that = we just want 
gameplay.' But over time we found people were responding 
to these Geeky details, and it became part of who we are, 
and how we develop." 


interested in that next super-rare item than being transported 
to the world of Sanctuary, we pose: are there any regrets that 
the mechanics ultimately usurp the story, no matter how 

much effort goes into the latter 

"| don t regret it — that Diablo clickfest. “1 get my new stul 
in two levels. is the pont, after all. If two kids out there" - he 
pauses, decides to raise his sights = "If three kids out there 
paid attention to the story and were compelled at all, if they 
read the manual story and thought it was cool, and buy one 
of these silly novels we put out because they like the 
universe, then that was the point too. i 

"That's the coolest thing in the world, if someone wants 
to read your Stones," he continues as we look to the 
wall-mounted cover art of the novel line, “I just always wanted 
to see something like [the novels] happen, because growing 
up with my head in a book, novels legitimise the idea. It's not 
about ‘Let's try and make as much money as possible’, it's 
about seeing people respond to it at that level. And that leads 
you ta suspect you did something right, and then you 
scrabble to maintain that, and push it further.” 

Even Metzen isn't sure where that push leads in the wake 
of WOW — after the solidification of all this history into a 
tangible world, the handover of narrated moments In time to 
unpredictable, unending virtual life. 

"| like to think the series will always go on. It's hard for me 
to imagine at this point with WC, or SC, or апу licence, what 
the exclamation mark is at the end of the day. Is there a 
bigger Kind of game to make, and what does that look like’? 
Someone's going to figure it out, and I'm sure we'll put our 
heads together to look forward m that way." 

Is it possible to glance sideways, though, to step back 
from an ongoing world to continue with self-contained tilles? 

"IMMOGs] sure change the landscape. | mean, check out 
what EverQuest is doing: their sequel's in the future! The 
game's still going on, but now you have this new twist 
predicated off a concept... It makes things really weird. 

There really is no precedent, | guess is the point.” 

With our time nearly up, we drop in an unprepared, but 
burning, six-year question — what was behind SC’s frontier 
western riff, ali slide guitar twang and Confederate flags 
fluttering against prairie sky and starfield? 

"To be dead honest with you, | didn't like it at first,” 


"In all videogames there's the pure, visceral, tactile... hit of 
the mechanical flow of gameplay, which is what addicts you 
in the first place. The secondary element is the immersion" 


Accordingly. as the Blizzard universes grew in density, 
ther delivery became more sophisticated. Where WC2's plot 
was narrated, StarCraff's was to evolve through character- 
driven drama during the game. The response from players 
was positive, and the method was refined for WarCraft 3's 
sweeping story arc. 

"Certainly our business is all about gameplay, and the 
online component of our wargame business is massive, but if 
we're Clever enough and bold enough, there's always ways to 
make you care," reasons Metzen, “in all videogames there's 
the pure, visceral, tactile... hit of the mechanical flow of 
gameplay, which is what addicts you in the first place. The 
secondary element is the immersion, escapism, the fantasy of 
it. And if you're going to spend 20, 30 hours on a singleplayer 
game — dammit, it batter take you somewhere.” 

But the people still playing Diablo 2 are likely more 


admits Metzen. “When we first started jamming on it | had 
this big space opera idea... the cinematics department had 
these sequences with backwoods, beer-quzzling yokels, and 
I'm like [sighs] ‘Come on, guys, we're supposed to be selling 
this classy universe here'. But | loosened up over time, and 
thought screw it, f you guys think people will respond to this, 
lets go all the way. That's how the Confederacy happened 
although the last thing on my mind was ‘This could offend a 
lot of Southern people: we're stereotyping a massive part of 
my country’. It all just ended up working. And as we've found 
on almost every development path, thats the magic, when 
i's contentious, because it forces you to step up creatively 
and make the concept work." 

He jeans back in his chair for the first time in the interview. 
"That's the beauty of game development: having 60 
people making decisions by committee." 
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Having conquered our leisure 
time, games are now out to 
take over the rest of the world, 
too. It's a serious business... 


"T tha г“ jn Lao un n Dune mE vnm c. 
{ Dest, the conventione VIEW OF vICeocdgares 


s of an artform that's juvenile in every sense 
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With a history of high-level vehicle simulations, small studio Lateral Visions is now 
employing its skills in developing an online automotive engineering environment 


Developer: Thinking Tools 
Funding agency: Maxis 
Release: 1094 Cost: $40  www.maxis.com 
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On the back of the incredible success of SimCity, 
Will Wnght's franchise spawned a number of 
bizarre game types, but SimHealth took tha 
concept to its purest level, A policy simulation, 

it provided players with a very broad-based 
approach featuring basic societal values, such as 
liberty verses efficiency, and charged them to 
build national healthcare policy on that basis. Key 
Questions include how to control medical costs, 
what benefits should be offered to all citizens, 
and how health insurance will work. 


"Having been involved in a number of projects, 
getting the ight title is always a tough gig,” explains 
Ben Sawyer, co-director of the Serious Games 
intiative. "For the uninformed people we want to 
reach, it works well. Remember, you only have two 
seconds to catch these people's attention so you 
better say what you mean quick. Serious games are 
games that are used to solve problems. It doesn't 
mean we think entertainment is ۷0۵/5, " 

Set up by the Woodrow Wilson Center for 
international Scholars in Washington, DC, the 
Serious Garnes Initiative is a formalised attempt to 
encourage the use of games and game technology 
to create tools and simulators to improve the US 
public sector's management and leadership 
expertise in three specific domains: healthcare and 
hospital management, education and high-school 
leadership, and public lands management, 

It's a sector Sawyer knows well in his other role 
as the president of Digitalmill. A Maina-based 
technology development firm, its first major project in 
this area was Virtual Û, a university management 
simulation. Funded by the Alfred P Sloan Foundation 
to help the understanding of management practices 


Developer: TPLD 

Funding agency: n/a 

Release: 2004 Cost available on request 
www.tpld.itd.uk/products/infiniteams 





Mixing the psychology of team dynamics with a 
multiplayer environment, Infiniteams is a 
commercially developed tool for team learning. 
Designed as an aid for human resource 
managers, it strands a team of between four and 
eight people on a remote island and provides a 
variety of problems and mysteries for them to 
solve. By progressing through these challenges, 
it's hoped groups of individuals will find 
themselves communicating, collaborating and 
embracing the behaviour of an affective team. 











at America's universities, it's proved to be something 
of a crossover success. Originally available only to 
administrative professionals, it's since been revised 
and now can be downloaded by anyone who wants 
a freebie, albeit a relatively serious one, 

"The problems of government policy, healthcare 
and education are huge in scale," explains Sawyer, 
who has experience of politics from a stint working 
on a Clinton presidential campaign as well as a 
lifetime as a committed gamer. “To solve them, we 
need to think outside of the box so it's no surprise 
people are looking at the alternative approaches 


game developers represent. Sore people see 
Grand Theft Auto as unredeeming, but | see it as 
example of an industry hurtling forward at warp 
speed, That power is going to give us exciting tools 
to apply in different directions." 

And the Serious Games Initiative seems to be a 
movement on a roll. Its first conference was held 
over two days at the Game Developers Conference 
in March, which was followed by another event, this 
time focused on educational games, prior to E3. 









Virtual U 


Developer: Digitalmill/Enkght Software/Jackson Hole Higher Education Group 
Funding agency: Alfred P Sloan Foundation 


Release: 2001 Cost free — www.virtual-u.ong 










Designed to foster better understanding of management practices in American 
colleges and universities, Virtual U provides the opportunity to step into the role of 
a university president, Players are responsible for establishing and monitoring five 
major components such as budgets, course and student scheduling, student 
enrolment, accommodation and classrooms and overall performance. The 
challenge is to improve the institution through techniques such as resource 
allocation, minority enrollment policies, and policies for promoting faculty. 
Progress is demonstrated by an annual letter of review from the Virtual L board. 


















SuperCharged! 


Developer: Comparative Media Studies Program, MIT 
Funding agency: Microsoft Campus 
Release: 2003 Cost n/a educationarcade.org/gallery 





Developed as part of MIT's Comparative Media Studies Program into educational 
games, SuperCharged! was created to help physics undergraduates gain a deeper 
intuitive grasp of how electromagnetism works. Using Criterion's Renderware 
engine, players have to interact with electromagnetic forces to propel themselves 
through various levels, with different particle types being charactensed via 
coloured trails as well as audio cues such as pitch and volume. 
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Developer: PricewaterhouseCoopers 


Funding agency: PncewaterhouseCoopers 


Release: 2002 Cost variabie — provided on a 
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An internal learning solution created by 
[= فیس بت دیس تس‎ We سس رس‎ cene coeli الس‎ 

icevwatermoduse Dopers and distributed n 
Intellexis, nigar was developed to help auditors 
understand the complexities of derivatives 
trading, such as hedging interest rate and 
currency FISK, with respect to corporate balance 


sheets. Set in the future, players join the finance 
ү | 


tearm of intergalactic mining company Gyronortéx, 


where they ane required to master the basics of 
hedging, swaps and options over the course of 


the four-CD, event-driven simulation. 


NitroGenius 


Developer: Play2Learn/Energy Research Centre/Alterra 


Funding agency: Dutch Ministry of Housing, Spatial Planning and the Environment 


Release: 2001 Cost: free (singleplayer version) 
www.serc.nl/playzlearn/products/nitrogenius 


Mate weal miren 


pollution, and this was the spark for NitroGenius. Originally a fourplayer game 


each Player takes the role of industry, agriculture, government or society, Every 90 
seconds, each side gets to make a move, whether it be RAD, forming pressure 
groups or easindg controts, with the results generated Dy a environmental model 
developed by Dutch pollution scientists. First played at the Second International 


Nitrogen Conference, a singleplayer version is now available for download. 








Hamlet on 
the Holodeck 


The title of one of the most inlluential books on 
game culture, Janet Murray s challenge to 
developers to come up with a character as 
compelling as Hamlet is being put to the test 
thanks to a joint project between the Royal 
Shakespeare Company and MIT's Comparative 
Media Studies Program. In an attempt to provide 
an entry point to The Tempest, they are 
developing a singleplayer game called Prospero's 
island. More a journey of non-linear textual 
discovery than a narrative adventure, the player is 
shipwrecked on a fantastical island and gets tc 
interact with characters from the play. One 
interesting пате mechanic being tested is 
underlining that every choice has consequences 
Hence, IT the player dies or backtracks on 
decisions made, the game world drains of colour. 
This can be reversed through greater insights in 
the characters and environment. The goal is for 
the game ts given as enhancing the immediate 
experience of the watching the play, not displace 
its centrality as a piece of theatre. 


Mith а healthcare game conference also scheduled 
or October, it's certainty fulfilling its aim of creating 
syneragy between different sets of experts 

"When I look back to where things were in 
t's pretty an 
' Sawy ver reckons. “The initiative has 
Jelped raise the profile of serious games thanks to 


2002 
3rogressed,' 


алпа MEAN gui Cai y its 


atrong support from кеу organisations and the 
zommuüunity. Now we've got to make the transition 
тог а group that has helped bring a lot of eneray, 
more nappen 
tactically. As | said at the Serious Games Summit, 
we're a fad until we're not." 

So it's at this 
begins. WI 


Da group that is making а lot m 


rd work really 
we the end results 3 developing a senous 
similar to conventional PC games 
involved аге very different. For 


point where the ha 


game are often 
The business models 
ius reason, one ûl the biggest! problems for 
developers is funding. With litte chance of 


commercial exploration of the finished product, the 





punc the 
y place 
property / and our future 


Cost of development needs to be provided by an 
agency, wnether that be governmental, corporate or 
charitable. Getting this type of funding is typically 
time-consuming, while the development process 

itself can be extremely bureaucratic. And, as Sawyer 
points out, these tend to be the types of 
organisations that Iove meetings and reports - 
exactly the sort of things people join the videogame 
industry to avoid 


"Developers have a lot to learn,’ “This is 
a business-to-business market that has very long 


"he says. 


ramp up mes and expensive Dusmess development 
work. pe | think developers have to learn how to 
bulld games that will be run as applications by their 
lero: oft Word but it does mean you need to park 
some previous approaches at the door.” 

in the UK, at least, there are some reasons to be 


cheertul. Ironically, one is the lragmentation of many 


games па ۷ 
t's possible to secure our intellectual 
by being broadminded" 


It doesn't mean you make your game look like 


developers over the past couple of years. The result 
s a number of experienced tearns that are too small 
to land traditional publishing deals, and hence are 
looking to exploit their skills in other related areas. 

1 Lateral 
definition vehicle 


STREET, 
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One such outfit is Liverpool-based 
Visions. With a background in high- 
dynamics, it's recently signed up to develop an online 
automotive engineering academy for NESTA, the 
lottery-funded National Endowment for Science. 
Technology and the Arts. Called Racing Academy, 
the project is a persistent gaming environment. "It's 
designed to provide a progressive opportunity to 
learn about physics, engineering and automotive 
engineering for students from GCSE level up tà 
postgraduate level within in a virtual community,” 
explains Carl Gavin, Lateral Visions’ MD. The 
company is also working with the police on another 
ed project, 

"It's тогис but there's an attitude mn the games 
industry, which | used to agree with, in that we 
should only make games and not use the technology 
elsewhere. In the previous company | worked for, we 
tumed down requests to use games technology for 
other usas as a matter of course," says Gavin. “But 
now, as a small developer, the games industry is a 
scary place. Its possible to secure our intellectual 
property and our future by being broadminded." The 
long-term goal for Lateral Visions remains developing 


as-yel-unannounced vehicle-bas 
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Developer: Desq/Aqua Pacific Funding agency: British Council Beijing 
Release: 2003 Cost free (п China)  www.thinkuk.org.cn 





Using similar gameplay mechanics to Crazy Tàxi, English Taxi was designed to aid 
in the teaching of English as a second language to Chinese students. Players drive 
around the fictional Spa Town, picking up archetypal British passengers as they go, 
listening and responding to their conversations along the way. Around 150,000 
copies of the game have been distributed within language centres in China. 
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Drawing on elements of roleplaying games, Desq's Streetwise project is a 
component of Channel 4's Gridclub, which deals with issues such as bullying 
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Launched at the 2004 Game Developers Conference, the Serious Games Initiative 
brings together developers, government agencies and funding bodies to encourage 
the use of games and game technology to improve management and training 


cutting-edge games, however, and its current 
workload is a means to an end. 

"Finding sympathetic developer partners in this 
sector is a problem," agrees David Squire, director 
of Desg, a Sheffield-based studio that focuses on 
Flash and online training and education games. 
“We're always on the lookout for console and 
handheld developers who are willing to work on titles 
that might nat sell in droves or, more importantly, 
who are open to alternative uses and themes for 
games. There's not many of them around." 

For those that are, Desq's work demonstrates 
some of thé ways in which gaming concepts are 
valuable when co-opted into the mainstream. One 
interesting example is English Taxi, a Crazy Taxi-style 
English language and culture vehicle for Chinese 
students. “Streetwise for Channel 4's Gridclub is 
another example of re-purposing gameplay 
elements," Squire adds. "In this case we were using 
the features of nonplayer character interactions from 
roleplaying games and isometric chat sites like 
Habbo Hotel, and adding a serious issue - 
relationships problems and bullying issues of 
primary-school-age kids. The RPG format is great 
because there's often no right or wrong answer; 

i's more about experiencing things and seeing 
reactions to your actions." 

But while there are some examples of serious 
game development in the UK and Europe there's 


nothing like the enthusiasm that's been unleashed in 
the States. "Americans seem to be more receptive 
to alternative markets and models," Squire ponders. 
"They've coined the phrase ‘social capital’ and it 
has real kudos attached to it, both in terms of real 
money and public perception. Its that which is 
currently driving the Serious Games movement. 

In the UK, we're still dealing with overtones of 
Smashie and Nicey's 'charidee';" 

Yet, like Sawyer, he's convinced the market 
potential remains huge. “We're now a generation of 
digital natives; people with games and interactivity in 
their bloodstream are growing up and getting proper 
jobs. They aren't going to engage with the usual 
training programmes. They're more likely to learn 
using technology and processes they're familiar with 
- games and other immersive interactive media," he 
points out, "It can be tough getting your head 
around the fact that game design and the process of 
playing a game can be applied to things other than 
racing and shooting. But, once you do, it's clear 
there's a lot more to playing games than first 
meets the eye." 


"Americans seem to be more receptive to alternative 
markets and models. They’ ve coined the phrase 
‘social capital’ and it has real kudos attached to it" 


FloodHanger 


Developer: Discovery Software/View the World 
Funding agency: Foresight (Office of Science 
and Technology, DT!) Release: 2002 Cost £50 
www.discoverysoftwara.cao.ukFloodRanger. htm 


Aimed at flood defence practitioners, local 
authorities, insurers, universities and schools, 
Floadhanger is a game about managing flood 
defences along rivers and coasts. Its objective is 
to defend urban areas and sites of special 
scientific interest while maintaining levels of 
housing and employment for an expanding 
population. Using terrain loosely based on the 
east coast of England, the user can select 
between two world-future scenarios combined 
with four climate-change scenarios taken from 
the UK Hadley Centre for Climate Change. 





Fighting the next war 


One market for the serious games world that needed little encouragement is the 
military. It has used training simulations for years, even to the extent of employing 
pen-and-paper roleplaying and board wargaming. Computer-based simulation was 
simply the next technological step. But even with this relatively open attitude, the 
success of the internally developed America's Army remains a surprising example 
of the enthusiasm shown by some areas of the US military in the power of 
computer games. Created by a team of freelance developers and 20-odd serving 
soldiers using the Unreal engine, it has generated over ten million downloads – not 
bad for a recruitment tool which cost less than 0.5 per cent of the army's annual 
recruitment budget, A new version, America's Army: Overmatch, is on the way, 
while Ubisoft will handle the publishing of console versions in 2005. In addition, 
another studio, this time staffed by civilian developers, has been set up to expand 
what's becoming a something of a hardcore computer game franchise. It was a 
similar story with the recently released Full Spectrum Warrior. Developed by 
Pandemic Studios under contract from the US army and the Institute For Creative 
Technologies, it was one of two squad-based realtime tactical simulations based 
on the army's Military Operations In Urban Terrain program. And within the US 
military, other not-for-public-consumption tools are being developed for more 
complex training missions, too. One is the There Army MMP. an online 
communications platform being developed by There Inc, a massively multiplayer 
game developer, A four-year, $3.5million project, it's designed to be a toolset that 
allows many different training anplications and missions to be set up quickly. 
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Building A Home Of Our Own 


Developer: Media Options 
Funding agency: National Association of Home Builders/Freddie Mac 
Release: 2002 Cost: free for teachers www.homesofourown.org 















Biohazard: Hot Zone 


Developer: Carnegie Mellon Entertainment Technology Center/Comparative Media 
Studies Program, MIT Funding agency: Microsoft iCampus Release: TBC 
Cost n/a www.etc.cmu.edu/projects/biohazard 


Designed as a teaching tool for a middle school classroom environment, Building 
A Home Of Our Own was funded as part of the National Association Of Home 
Builders National Housing Endowment and mortgage lender Freddie Mac. The 
game presents a macro view of the home-building process, working on schedule 
and within a budget to design and build a house from site selection to final sale. 
Players collect information, solve problems and make choices as they build a 3D 
home and then review credit applications before selling to the buyer of their choice. 










A networked multiplayer collaborative game designed to aid the training of the 
emergency services with respect to first-response protocol for hazardous material 
outbreaks, Biohazard is being jointly developed by Carnegie Mellon Entertainment 
Technology Center and MIT's Comparative Media Studies Program. In addition, 
input is being provided by Pennsylvania's Region 13 Weapons of Mass Destruction 
Task Force, and the Federation of American Scientists. The player assumes the 

of a fireman, responding to a chemical attack in a mall environment. 
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Rewriting history 


-i most played Е Can new old be too new? 


| d Software has claimed that Doom 3 is, in essence, a 
remake of the first Doom. With today's technology at its 
disposal, it has been able to realise its original vision in a 
manner that is more true to the ideas Kicking around in 
1994. While in Hollywood King Kong has been remade 
twice and is about to be given a fourth retelling, this 
doesn't happen very often in the gaming world. But why 
not? Just think about what it might mean. How about an 
Elite (below) with planets made not of simple circles 
hanging in space Dut of mountains, cities and oceans? 

That's if the retelling worked, of course. In some 
respects, id's does not. Because in Doom 3 we do not 
get heaving waves of baddies bearing down on us like a 
tide of pure evil; instead, the environment itself = 
World Of WarCraft specifically the dark bits where scrabbling hellspawn lurk 
it's а matter of prioritins: sorne quest for Epic-class - is intended to compensate as a kind of enemy In itself. 
Furthermore, the existence of fellow human lifeforms on 
Mars scratches away at ihe original game's macabre 
spirit of isolation and oppressiveness. 

There are other issues not related to the 'remake 
process. ld wanted to remain faithful to the original 
Doom but clearhy could not help but acknowledge the 
innovation that has been hammered out over the last ten 
years of firstperson shooters. Unfortunately, its biggest 
concession in this regard — your in-game PDA — can 
detract from the brooding atmosphere so much effort is 
spent building elsewhere. Who actually thought it'd be 














































DOA Xtreme Beach Volleyball 
This paríecty judged soundtrack, the endearing 
elurnasiness of the pool-hoppng. цате, tha quits: 


realty, an XHV sequel appeals more thar another DOA 





terns, soma want to take Ihe war to tB gates of the 


enemy capital. and we want the rare white kitten pet 
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Riddick: Escape From Butcher Bay | | really entertaining to sift through emails in order to find 
The ۱۲۳۵/۲۵ 5 may caugh and chug on occasion EF keypad combinations to unlock doors? 

FECI аннын ara worth а second اج‎ And, considering one of id's points of inspiration has 
One of The mast atmospheric Xbox games to date 


always been Aliens, why do these marines' shooters not 
have built-in torches? Then there's Super Turbo Turkey 
Puncher 3, the coin-op you find in the Mars facility's 
canteen area. Why is it there? To show that id's sense of 
humour isn't up to the level of sophistication commonly 
found in make-a-funny-videogame-parody-using- 
Photoshop threads on internet forums? Or does it really 
think that videogames will look like this hundreds of 
years in the future? No, it is simply a dumb abberation. 

| So, despite its technical proficiencies, Doom 3 
Every Extend | isn't nearly as clever as it thinks it is. Take a look at 

Some days, you need to be a bomb, only capable ої The Sims 2 to see a game with beauty and brains. 


destroying all thal you touch, Evory Exterid lets you 


(Xbex) Vivendi 





detonate your stress without kiling any colleagues 








Doom 3 


Format: РС Publisher Activision Developer: id Software 


orget pain, suffering and death, Doorn 3 
F is about fear, Primal fear, The dark, the 
unknown, Flickering lights, gloomy corners, 
half-glimpsed movement. It's about trying to 
distinguish a aroan from a 
slumped figure who may or may not rear 


creaking pipe; a 
up as you walk by; a constant verse-chorus 
of uneasy calm followed by a desperate 
battle for survival. 

Piot-wise, this is a redux of the onginal 
Doom. You're the new guy at a huge waste- 





True to source, the imps remain your 
most relentless enemy, boiling out of 
dark corners and hemming you in 


essing facility on Mars. Following some 
military meddling with matter transference, 
the base has been overrun with nightmarish 
beasties and its down to you to tool up and 
take them от 
However, the story 


reproc 


isn't the only redux. 
The theory behind Doorn 3 15 that this is 
Doom cubed; all the chansma and raw thrill 
of the original game transposed Into the 21st 
century. In practice, things are somewnat 
more complex. Visually, despite the truly 
arresting perfection of the environments, this 
isn't a recreation of the B-movie brashness of 
the original: Doom 3's aesthetic 
achievements are muted by its functional 
take on the future. Initially underwhelming, 
this restraint emphasises the body horror 
once hell spills over into the base, squirming 
umbilical cords didi the sterile corridors. 

Mor does the pace of the combat mimic 
your memones. Doom 3 drip-feeds measured 
controntations, a contrast to the extravagant 
attrition of the first game. Rather than being a 
remake of the Doom that millions loved, this 
is a remake of the Doom we never saw, the 
Doom id hoped to make but couldn't. Now 
every encounter has the potential to drive you 
to the edge of 
representing an intimate, lethal threat. 

Again, these enemies are rnostly original 
Doom upgrades with some hideous, 
Quake-style zombie-animal hybrids thrown 
in. The mutant grunts tend to keep their 
distance behind cover, but it's nothing you 
could really call ‘Al’. Mostly, everything 
scuttles out from the shadows and steams in 
without any self regard, hunting you down 
wherever you hide. It's kill or be killed. Again 
and again and again. And again. 


your Seat, every enemy 





The requirement to toggle your torch is 
lass frustrating once you upgrade to 
weapons which require two hands 


This دا‎ where some of the first doubts 


Hather than 
loved, t 
Saw, the 


a remake of the Doom tnat millions 
this is a remake of the Doom we never 
Doom id hoped to make but couldn't 


098 


Price £40 Release: Out now 


700 
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The reliance on contrived event 
scripting in a. game whose manual 
encourages you to depend on quicksaving 
can rapidly undermine your queasy 
nervousness. Repeating sections round for 


start to set in. 


round and move for move until perfected 
makes a mockery of the carefully constructed 
suspense. The tight funnelling of the 
claustrophobic environments, so crucial for 
the game's mood, also severely ces your 
tactical options during firefights. Doom was 
always a comdor snooter, bul now, even in 
more elaborate environments, there's often 
literally no room for manoeuvre. 

Manoeuvring, however, was only ever a 
means to an end, and that end remains the 
killing which was always the cathartic heart of 
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chaingun, plasma rifle, rocket launcher and, 
tition of the 
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chainsaw that chews up the hardiest 
heilspawn, The controversial decision to ۴ 
you to toggle between flashlight and weapon 
was clearly intended to amplify the player s 
sense of vulnerability. It accomplishes this, 
but at the price of an absurd and cheap 
conceit. It’s a vulnerability brought about 
solely by a whim of the developer rather than 
arising from the situation and, as such, can 
soon provoke resentment. 

This. cheapness is also a feature of the 
game's rudimentary puzzles. Personnel PDAs 


must be found and plundered for doo 
GOCGOBS, flesh na Out tha 


ry as you go. It 
can be a powerfully emotional system: let a 
dead soldiers voice log play as you explore 


and his cheery mundanities echo chillingly off 


Previously in E112, E125, E1283, E138 


Taking a hit sends you reeling, disorientating 
you and occasionally slamming you down 
stairs and over ledges. Keep your distance 





blank métal walls. As a mechanic, however, caters for newcomers in a perfectly intuitive It's impossible for your heart not to race as 


you sweat out the fight of its peerless audio 


it's too obviously a meaningless elaboration 
of find green key to open green door’. 
Other niggles break the painstakingly 


crafted atmosphere. Some sections feel 


way, the team realises that original Doom 
fans will poke around in dark corners, 


expecting to find health/armour upgrades 


and secret areas, And also expecting, with 


design, chattering voices and muffled sobs 


endiessty scraping at your senses. It’s this 


that makes- irelevant the debates of how 


pointless and tacked-on: a tedious perhaps a litte more nostalgia than genuine Doom is Doom. Terror is the surest badge 


barrel-loading minigame: an interminable of Doom 3's heritage: this is a tense, 


dread, a zombie to spring up behind them 
لب‎ 


sequence of faffing with a mechanical while they do. There are also plenty of in-jokes ultraviolent action game which demands 
platform. Most annoyingly, when the 


monsters die, they lose all sense of weight bureaucracies, a worthwhile reward for those 


and back-references buried away in the petty you revisit the way we played the original 


game: off with the lights, on with the 
headphones, and ир with the volume. 


and disintegrate to ash with indecent speed keen to devour every crumb of PDA detail. 


There's no question that id knows its Even these complaints, however, can't 





audience. Although the game's simplicity entirely erode Doom's accomplished terror. cage rating oeven out of ten 


Burnout 3: Takedown 


Format: PS2, Xbox (version tested) Publisher Electronic Arts Developer: Criterion Games From: E40 — Ralease: September 10 
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One criticism would involve camera work. Crash mode replays rarely feature the most dramatic angle 
and the vision during Impact Time can be frustrating in the restrictions it puts on your view 


he speed. Lord, the speed. Takedown 
T could have the best environrnents yet 
seen in à racing title but you simply won't 
have time to notice them. The game's 
opening sections, even for seasoned Burnout 
aficionados, are utterly bewildering, There is a 
wealth of fresh information to take in — new 
road structures and a new driving dynamic 
thanks to immediate access to boost, 
regardiess of whether the gauge is full or not, 
to name two - ГАЛ it's the unusual velocity of 
the acton that dazzles. You'll still be 
pondering how something can 
simultaneously feel so farmiliar and foreign 
when it hits you. Literally. You've barely 
managed 100 meters in your lowest-spec 


Now more complex and focused, Crash mode 
could easily present itself as a standalone 
product, so accomplished is its new form 


P 


160mph hot hatch and already the CPU return to Burnout 2 that you realise just how Coming off worst in an encounter with 


competition is trying to bury you into the little CPU driver interaction there was before the competition isn't the end of the 
scenery or place you in the patn of oncoming Any nation of batting in Takedowr's argument, and nothing characterises tne 
traffic. Not to be outwitted by the Al, you start predecessor was clearly player interpretation combative spirit of Burnout 3 better than an 


to tight back, of course, and so begins the - opponents display a determination to gat to Altertouch Takedown. Holding Gown the A 





Bumout 3 experience the finish line first, sure, but no interest in you. button during a crash invokes Impact Time 
+ 


You'll already know that Tákegdownr IS all Here, they don't just want to get past you slowing down the action and allowing you 


about aggressive driving. What you won t they want to hurt you as they do so control of your sliding wreck. You can use 
realise until you play it is how this shift in Consequently, you'd better hurt them this lengthy opportunity (depending on 
focus completely transforms the Burnout first. The incentive, other than attack being momentum, Impact Time can often last 


mechanic to the extent that it feels ike an the best form of defence, is boost. Every beyond 20 seconds) to orchestrate complex 
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entirely different game. Racing takes a back 0۱۵۲۱5۲۷ move — side-swiping, و‎ ADDING, crasn combinations ار‎ re Iramc and 


seat to carnage as you face tha flercest tailgating, shunting — is rewarded with the any structures around you, although nothing 


opposition yet encountered in virtual racing. stuff (as are evasive manoeuvres and the proves as satisfying as taking down one ol 
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Let your primal instincts take over (they wil иа oncoming rame, near meses and drili your rivals. Except for multiple Altertouch 


whether you want ther to or not) and it's not Blaments). And in the wondertully satisfying lakedowns, of course = as with deft timing 
unusual to lose an event because you ve event of crashing them out of your way, and coordination (as well as a little luck), 
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s Wit & fifth-placed car to remember to fignt yo oost bar. Get taken down vourself anc this last-ditch offensive are perfectly 
Car models are far closer to their real n the fifth-placed car to remember to fight your boost bar. Get taken down yourself and his last-ditch offensive are perfecti 


life inspiration, and are far better for it your way to the front. It's only when you you lose a section of your gauge achievable, and only further reinforce the 


100 





mechanic s standing as one of the game's 


brilliant and defining inclusions. 
Its origin, of course, lies in Crash mode 


ПОШ 28 ад came of choice returns 


vastly enhanced, the addition of ramps 


x 


pick-ups and the aforementioned aftertouch 


has evolved it as much as the injection of the 


combat dynamic into the main game has 


s سم یسم‎ г - j TT yug کر‎ = 
radically aitered the essence of Takedown's 
== gem سر‎ —— у=. m k, "n "rt a ^ „ы e 
Dregecessors. Now more complex and 
focused in desioan, Crash mode could easily 


accomplished is its new form 

Takedown is accom plished all round. The 
extent of the developer's proficiency can be 
seen in the way the revised structure focuses 
on player f ward. It will see you bounced 
around the globe as much as you are on the 
track, with events opening across three 
territories and offering an engaging mix af 
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One great new addition to the Crash mode is the car-mounted bomb you can set off, allowing you 
to guide your wreck to find still more victims, or perhaps pick up that elusive x4 multiplier icon 


activities (you get to sample the IndyCar 
racing валу on, which is a nice touch), Then 
there are the little gameplay enhancements: 
the way the oncoming traffic's headlights are 
permanently on to help visibility; how the 
green chevrons from previous Burnouts have 


been replaced by clearer, ГУМ пика) 


а civilian месе ао Ine Cameras 
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Takedown (an interruption which can be 


switched off, as you'd hope). 

At a time when, to many, developers’ 
continued preoccupation with realism has 
removed the element of tun that 
characterised early racers and first attracted 


them to the genre. Takedown offers up a 
۱۱ ۲5۱۱۱ Ч" gu =, re: Pad Aes VEIT TIED ÀÓ up i 


gargantuan gulp of the highest racing octane. 


Until you've blasted along the gently 


curved outline of its European motorways via 


ш 


at 


(the accelerator never ee other than fat 
to the pad), nitrous flowing, gaze fixed ۸ 


on the distance through buming eyes you 


Jaren t shut while carving your way through 
ramo and trading paint with ihe competition 
zi 2 B moan ғ mora. a j WA п mt ha E de | 
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deep into aceoowrn s core 

t sull possesses the senes trademark 
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moments oi remarkable intensity unlike anm 


of its contemporaries, but now comes with a 
ynfidently revised dynamic, marking this as 

Criterion Games’ finest hour. Crucially, it's 

everything a racing videogame should 


bae: a relentless. unwavering and 


phenomenal assault on the senses 


ê ۳۷ Nine o ten 


icate balance of Drake and steering input 





Team Takedown 


Опе multiplayer offers the singleplayer's 


Hace and Road Rage options, but for real 
mayhem head for the Crash-based modes 
Tearn Crush sees you coordinatin 
5irmultaneous autornotve massacres with а 
partner on any of the game's 100 Crash 
junctions, while Double Impact has you 
competing to grab the most points and 
pick-ups. Party mode offers the more 
traditional one-at-a-time approach. If 
splitscreen isnt your thing, get online. We 
haven't yet been able to test this element 
but it offers all of the above plus specific 
modes such as Team Road Rage, so 
expect it to deliver on its massive potential 
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The Sims 2 is an advert for self 
improvement. The fitter and better read 
a Sim becomes, the more successful 
they will be in life. But they'll need to 
chill out and play some PC games, tao 


Facial expressions and gestures are all 
highly animate, giving you a good idea 
of the condition of a Sim before you 
even glance at the information bars 


102 


| 

к" мү 
| Гал f 

LÎ n Au 
gm 
t deem 

=. [ а 

X Jl | 








Format: PG Publisher: Electronic Arts Developer: Maxis 


W ho could have foretold that The Sims 
would become such a huge, singular 


hit? tt has had few worthy competitors in its 
self-created genre, certainly none that са 
repeat its staggering financial success, and 
Maxis looks set to repeat this chart-topping 
accomplishment with its people-managina 
sequel. From the first few moments of 
chatting, flirting and interior decorating, 

The Sims 2 is delightful. 

Anew 3D engine creates visuals worthy 
of modern PCs, but it also provides direct 
and immediate access to a simulation of 
modem domesticity that is both subtle and 
awesome in its complexity Each Sim is a 
near-perfect virtual pet. Free-willed enough to 
go about their most mundane duties, they 
nevertheless require the beneficent hand of 
the gamer god to guide them to happiness, 
success and the occasional much-needed 
shower. This process of day-to-day ‘living’ 
now boasts considerably more depth and 
diversity than in The Sims’ previous 
incarnation, Each Sim has a basic set of traits 
that will dictate their domestic habits and 
social propensities, but they also now have a 
set of wants and fears that will quide their 
overall mood within the parameters of an 
overall life-building aspiration. 

A Sim's handful of immediate goals need 
to be addressed each and every day if 
they're going to feel successful. This might 
be as simple as having a chat with someone 
on MSN or having a couch bought for them. 
It might be a grander, more difficult 
endeavour, such as having an affair with a 
local beauty, or bringing home enough cash 
to afford some of the dazzling consumer 
luxuries [flatscreen TV, four-poster bed) that 
make a Sim's house a luxurious home. 

Succeed in these and a Sim's mood 
improves, making them better at performing 
the tasks to follow. These goals undergo 
constant change within the overall aspiration 
of the біт life. A child might simply want to 
play, but will still need to interact with an adult 
so that homework can be aced and bedtime 
stories lovingly told, before they are genuinely 
nappy. A maturing teenager, on the other 
hand, might need to get busty Lucy into the 
not-tub while still finding time to hang out 
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with local Sim buddies, Watching him 
spurned for failing to balance these concerns 
may lead to his greatest fears being realised. 


If rejection by friends is his worst nightmare 
then his aspiration meter will plunge as they 
argue, and there will likely be tears or worse, 
so setting him right again will become an 
urgent priority, The range of options for 
providing for these needs, the actions the 
Sims can perform, the interactions that are 
possible, the careers that can be undertaken 
апа the furnishings that can be purchased, 
makes up a bewildenng array of possibilities. 
General play consists of creating a family, 
putting them in a home and then developing 
their careers, relationships and environment 
in such a way that they will achieve their 
goals. The complexity of these tasks, along 





with a constant strearn of storyline events 
and the possibilities of a whole 
neighbourhood of Sims living together, rapidly 
makes the scope of the game seem a little 


daunting. Ensuring that a busy 2.4-child 


farnily is running smoothly requires much 


attention, nat least during social events 
such as parties (see 'Always party hard'). 
Moods will run high and fights or flings 
soon become inevitable. 

All these events are designed to be as 
charming as possible — it's hard to dismiss 
the brilliance of the Sims joking and 
gossiping, or yelling and fighting. When two 
sims lovingly clasp each other as they sleep, 
even the coldest gaming hearts will begin to 
тей. The Sims are all genuinely endearing, 
and this attachment makes all the labour o 
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aor NE omms can quicky Decore more 


entertaining and more absurd than anything 
daytime TV can invent, Within moments of 
playing with one of the pre-built 
neighbourhoods the father of the тату is 
lugging his relationship with his wife with his 
affair with the maid. Add two bickering 
teenage daughters to this volatile mix and it 
becomes quite clear why this is one 


stressed-out Sim. (Dealing with his 


especalty when inal maid 5 50 cute 

[he Sams 2 simply dps with adcitiona 
functions and features — not least of which is 
the movie-making interface, which allows 


players to record and edit moments of their 
Sim life to be kept as a video file and played 
back later. Sims 2 players will be able to 
share their Sims stories with васп otner and 
to build up a Ме on film for their creations. 
Players are made to feel that they'll be able to 
achieve just about anything with the game, 
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even thougn inere 5 Dound Io De vasi 1 
of content to be added in expansion packs. 
With all the arguments about videogame 
OEE in the mainstream press, its aways 
pleasing to note that the b (Qgagest-seimmg 
modem PC game has been non-violent 
Quietly rolling onwards with a highly 
accomplished project of sophisticated and 
emotive gaming, The Sims 2 looks set 


to ensure that it stays that way. 





The range of activities the Sims can undertake 
is huge. Detailed TVs and chess sets add to 
the delight of watching them live their lives 





Always party hard 


The ambitious party can be a difficult event 


e 


to get just right. It's even worse in Simsville 


Li 


and the result of a bad party can be 
devastating to the mood of the Sims 
involved, Get it right, win a fight and get 
intimate with the wealthy target of their 
affections, and the Sim's mood will soar, 
Points earned from successes can be spent 
on improving their environment. Get it all 
wrong, and the Sims will struggle with 
depression and damaged egos. 





Character designs are boldly drawn, 
well-dressed and full of personality. 
Wiry Vattic is particularly likeable. 

The stock NPCs lack variety, though 


Second Sight 


Format: GC, PS2, Xbox (version tested) Publisher Codemasters Developer: Free Radical Price: £40 — Release: Out now 


ith TimeSplitters and its sequel, Free 

Radicals staff seemed to struggle 
deliberately against the prevailing trends in 
FPS and action games, trends that they 
themselves had helped create in their work at 
Rare on GoldenEye and Perfect Dark. Filmic 
style, narrative coherence and considered, 
tactical combat were all eschewed. In their 
place were frantic, twitchy arcade shooting 
and a charmingly silly kitchen-sink conceit 
that could accommodate every spoof and 
staple they could think of. The games were a 
defiantly uncool manifesto for a traditional 
gaming aesthetic (or lack of one), and though 
they divided opinion, many loved them for it. 

So it's a surprise to find Second Sight 

sneaking out from under the noisy cover of 
EAs signing of TimeSplitters 3, for this 
paranormal spy thriller is all about stealtn and 
story and a seamless, directed, singleplayer 
‘experience = the very model of a modem 
videogame. Which is not to say that there's 
no family resemblance. TimeSpitters fans will 
feel at home with the funky flared character 
design, while the snowbound Russian base, 
the scattershot AKAT and the musical cues = 


Crisp of cut-scene, second Sight could well 
be a high water mark in storytelling through 
games (as opposed to storytelling around them) 





even the telltale chirrup of the CCTV cameras 
— belong to an unbroken lineage stretching all 
the way back to GoldenEye. So cosy, so 
avuncular, so Britsoft. 

The premise, the structure and the 
setting are all new, however, and substantially 
more voquisn. Dr John Vattic awakes in a 
mysterious medical research facility to find he 
has amnesia and psychic powers — 
telekinesis, self-healing, shockwave attacks, 
projection of a ghost form and more. These 


Coloured circles clearly indicate which objects and people can be targeted or manipulated. 
Drawing weapons and ammo from across the room in the middle of a firefight is a smug kick 
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are drip-fed to the player as Vattic makes his 
escape and investigates his own abduction, 
his past and his place in this web of intrigue 
coming back to him all the while in the form 
of punchy playable flashbacks, Handily, these 


include his secondment to a military special 
ops team and the attendant stealth and 
weapons training. 

The plot is a pretty hokey sub-X-Files 
conspiracy, to be sure, but it's handled with 
genuine grace and economy, piquing and 
steadily rewarding interest without resorting 
to shock tactics or loudly telegraphed Big 
Secrets. Crisp of cut-scene, blessed with a 
refreshingly light touch and low-key 
compared to the po-faced chest-beating of 
its peers, Second Sight could well be a high 





water mark in storytelling through games (as 
opposed to storytelling around them). Its 
flashback technique recalls Silicon Knights’ 
remarkable horror yam Eternal Darkness, but 
its far less grandiose, more focused in its 
application, and ultimately even more 
successful. Free Radical has taken to 
tale-spinning like the proverbial duck. 

The same, sadly, cannot be said of its 
attempt at the ubiquitous stealth action. 
Second Sight lacks the radar or the camera 
flexibility for players to be aware of all threats 
to their secrecy. While it could be said that a 
certain level of frustration goes hand in hand 
with the quiet excitement of going unnoticed, 
that exciternent is only there the first time, 
and endlessly restarting and replaying 


sections of motionless hiding is the very 
opposite of entertaining. So is the alternative 
– skulking in cupboards to wait out repeated 
secunty alerts. That the most disheartening 
sneaking sections come early in the game – 
during майю s escape and before he has а 
full compliment of psi powers — is a critical 
error in pace that threatens to kill the game 
for many players. 

Far more successful is the armed 
combat, some of the best in апу thirdperson 
actioner to date. The essential lock-on 
system is complimented with the ability to 
finesse your aim vertically, bringing the nch 
satisfaction of the smoothly timed headshot 
to this perspective. The weapons are familiar 
and masterfully realised (see "Snipe 
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snobbery"), cover is easy and fun to use, and 
the resulting fireiahts are an evocative and 
generous thrill. 

Second Sight's supposed USP - the 
psychic abilities — are a more mixed blessing. 
Occasionally fiddly, they are slow to reveal 
their potential, especially since their use is 
only very occasionally required, leaving it up 
to the player to discover how best to wield 
Vattics brain power. ۱۱5 also a great shame 
that telekinesis, which should be the 
standout power, is let down by some tinnily 
unconvincing and buggy physics (one of 
several areas, also including audio, in which 
the game feels a little low-rent and dated). 

But then, just as Vattic approaches a 
godlike ability to manipulate his world in later 


stages, the player gets comfortable and finds 
that tactical options are blown wide open, 
imid tedium replaced by scope for genuinely 
creative and cruel improvisation. The rush of 
omnipotence is heady indeed, and finally, 
perhaps just a little too late, Second Sight 
adds up to more than the sum of its parts. 
Caught between the supenor psychic 
physics of Psi-Ops and the bigger, brassier 
stealth-opera of Riddick, Second Sight may 
get squeezed out. But it doesn't deserve to 
be. Despite its irritations and its occasionally 
threadbare set-dressing, this is a smart, fun, 
forward-thinking work, a tale well told, 
and a true British original, 


Seven uit of ten 


Previously in E135, E138 





Though relatively low-tech and parsimonious 
with the polys, Second Sight's visuals are 
clean and have total coherence in style, as 
well as consistent levels of detail - and that's 
something remarkably few art teams achieve 





Snipe snobbery 


If tha shotgun and pistol are the meat and 
potatoes of videogame gunplay, then the 
sniper rifle is its haute cuisine: a refined, 
dramatic, guilty pleasure for the diner, and a 
chance for the chefs to show off. Happily, 
the expert virtual gunsmiths at Free Radical 
are more than up to integrating this 
headshot hedonism with locked-on 
thirdperson Combat. An inset scope 
prevents a jarring perspective shift; a slow 
zoom on your prey teases the tastebuds; 
give those wandering crosshairs a judicious 
tweak and bang, the full flavour hits. Mmm. 


Tales Of Symphonia 


Format GameCube Publisher: Namco Developer In-house Price: 550 (£27) Haelesse: Qut now (US), Q4 (UK) 
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The game supports up to four players, who can slot in and out throughout your adventure. It's a 
slightly fiddly and dismally unexplained process, however, and the camera doesn't cope at all well 


ary on in Tales Of Symphonia, you'll start 
E to get the feeling it's played more,RPGs 
than you have. “Oh, man," sighs Lloyd at the 
end of another dungeon. "Can't they just 
warp us back to the exit?" His companions 
eye him namowty, but you'll chuckle in 
recognition. It's a dangerous step, however, 
because it makes it harder to forgive when the 
game falls back on lazy genre standards. 

As is traditional in the Tales series, this is a 
game based around active, realtime battles. 
Leave your companions on autopilot, and 
take control of your favourite: leaping, 
blocking and comboing to bring the bad guy 
down. Which isn't to say that you sacrifice 
any of the classic RPG battle tactics. There 
are elaborate A! settings to tweak, elemental 
resistance to consider, moves to power up 
and unison attacks to plan. Much of this can 
be altered in battle, so the rhythm bounces 
between all-out hacking and slasning to 
pensive forward thinking with a flick of the 
pause button. It's a satisfying and often 
stunning spectacle, and one which still 
reveals subtieties hours into the ۰ 

The story, which starts with a predictable 
quest-in-penl setup, soon expands to 
genuinely epic proportions, spanning 
generations and taking in themes of racism 
and identity. Its telling, however, is hampered 
by the form. In-engine cut-scenes and odd 
manga-inspired excerpts add detail and a 
strong sense of character, but the plot is 
revealed in awkward lumps which never quite 
dovetail. There's no question, however, that 
Namco has managed to twist out a tale that 
sustains your interest across both discs. 

Normally, being needlessly elongated is 
the kiss of death for RPGs, but Symphonia 
lasts the distance. Each dungeon has a 
wonderfully distinct visual style as well as a 
unique puzzie system, which is as likely to 
depend on summoning helper fish as 
detonating rockialis. However, the challenges 
themselves aren't always perfectly pitched = 
alongside those that perplex just enough 
there are many that swing between the 
Dlandly obvious and the bafilingly obtuse. 

All this makes it galling when the game 
sends you on needless fetch-and-carry 
missions, when early exploration earns you a 
‘we can't go here now’ and when the menu 
system reveals its frustrations. Ultimately, 
though, Namco has played – or at least 
made ~ more RPGs than you have, 
and here, for once, it shows. 


Edge rating: Fight out of ten 


Conflict: Vietnam 


Format: PC, PS2 (version tested), Xbox Publisher SCi Developer Pivotal Games — Price: £40 Release: September 3 


۱ here are differences between Conflict: 
T Vietnam and the previous two Conflict: 
Desert Storm games, the kind you expect. 
Parched, open-plan desert landscapes are 
replaced by tight jungle. Cool professionalism 
and surgical campaigns are replaced Dy 
hystena, profanity, licensed music, bungled 
ofensives and numerous ambushes. And 
the look of such a leafy, verdant battlefield 
has been captured well, with lush, tangled 
comdors of plants and huge, protruding 
leaves brushing against your squad as they 





SKK in the undergrowth. It's not technically 
spectacular, but the layers of impenetrable 
foliage and excellent sound design help give 
the game a humid and cloying atmosphere. 
But the appeal of the Desert Storm 
games lies in the combination of reliable 
squad behaviour and a pa 
being able to apply strategy simply and 
effectively — laying down fields of fire, gaining 





pable sense of 


ground and covering the angles = and it's this 
fluid functionality that seems to have been 
lost in Conflicts latest tour of duty; it's still 
there, but rarely allowed to come into use. 
Your team spends most of each level 
being funnelled along narrow jungle paths. It 
may be a fitting setting, but it's one that 
doesn't lend itself much to strategy. Groups 
of Viet Cong seem to spawn from every angle 
nigh-on continuously and, while your soldiers 
follow orders quickly and efficiently, they 
seem to be unable to take down an enemy 
the middle distance without spending an 
entire clip. Again, this may be faithful to the 


n 


firearms of the tima, but this not only leads to 
ammo running dry all too quickly, but also a 
reluctance to split up your team as they seem 
unable to fortify any position singlehandedly. 
The pacing, thanks to a combination of 
necessary haste and the weakness of your 
divided squad members, feels more akin to a 
corridor shooter; there's a constant sensation 
of feeling harried and hemmed in. Again, it fits 
the setting, but doesn't play to the strengths 
of the games framework. There are moments 
when the sturdiness of that framework 
surfaces, and it becomes hugely enjoyable, 
but all too quickly it recedes, lost in the noise 
of deliberately unwieldy, insurmountable 
situations. With too much of the game 
reduced to what feels like a chain of 
frustrating pushes, then, scratch up one more 
victory for the thorny territory of the Vietnam 
war, and one more casualty [see 
Shellshock Nam '57) for videogames. 


lae rating Five out of ten 





Just as the game redeems itself with an 
excellent down-river section — all four soldiers 
manning a mounted qun on an armoured boat - 
it throws a frustrating escort mission your way 


Previously in E135 





Booby traps feature, and must be disarmed to 
allow the squad to progress. Bonus objectives 
also emerge as you progress, allowing you to 
perform duties in return for more experience 





SOS 


Like the previous games, you're given two 
save points to use whenever you wish. 
Often, though, thanks to the chaotic nature 
of the campaign, the apparent end of the 
level is anything but, as new objectives get 
added in a last-minute blitz. It's quite 
possible to get unwittingly marooned 
halfway through a mission, where restarting 
it with these hidden objectives in mind 
seems far more bearable than having to run 
a punishing and unintentional gauntlet to 
get to the end of the stage. 


Tenchu Kurenal 


Format: PlayStation? — Publisher. From Software Developer: K2/From Software Price: ¥6,800 (£33) Release. Out now (Japan), TBC (UK) 





K2's SNK heritage is clear in the style and 
concept of boss fights (top) but there's 
neither the time nor a clear enough view for 
anything but dodges and button-mashing 





The killing game 


As in As in WOH extra abilities are unlocked 
through stealth kills, but Kurenai adjusts the 
formula by awarding a number of scrolls 
depending on the severity of the 
assassination. An indicator briefly flares up 
at the perfect moment, and launching a 
stealth kill in time earns the maximum 
possible scrolls, in addition to adding a 
grisly moment-of-impact highlight to the 
already savage sequences 
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Some of the original Tenchu's level layouts are revisited, and they bolster an already strong level 
design. Oversaturated colours abound, an obvious improvement over the largely washed-out WOH 


Previaualy in E138 


Ды Т enchu has always been а singular vision 


i search of a gan 6 to 00 it ji ات‎ 
Neither its ongina! nor current developer have 
ever quite miedo olf its skewed, uniquely 
affecting Карик show without a hitch, but 
then the contrast of brooding stealth and 
funous duels, careful forethought and twitch 
reaction, sober period piece and wild flight of 
fancy was never going to be easy to stage. 

These all feature in Aurenai (often to more 
vivid effect than ever before), bul also reprised 
is Wrath Of Heaven's engine, with all the 
problems that entails. Most prominent аге a 
camera almost wilfully determined to break 
ine game and cnppling slowdown as alerted 


" р =, ч. рә, —; =; ra r- 
enemies Al rounmnes cash win mne prOCesSor- 





gobbling graphic density of outdoor levels 

That Al remains near-neadligible, although 
it's compensated for with considerably more 
interesting enemy placement and sheer 
weight of numbers — many guards patrol in 
pairs, at once a warning and a murderous 
invitation to attempt the new double stealth 
kill. As for the levels, they're generally smaller, 
more intimate affairs than in WOH and, while 
their Ledgo-block construction is still obvious, 
an overwhelming рево ot detail — wreains 
Of TS! COOGIeSCInq In arcc ; muoonbearis 


eaves scattering through hazy lamplight — are 


an осе lesson in detached beauty 

Beauty, but not functionality, Each beam 
at light or crawling shadow 15 REE as 
insubstantial as the traces of desperate red 
vour blades describe through the air, and 
make little contribution to gameplay. A stealth 
game where light and darkness are largely 
irrelevant TO seem obsolete in Sam Fisher's 
long, perfectly modelled shadow — but Tenchu 
Wes never a gams about SKUIKI ПП COMmMers 

Rather, Kurenai is al its richest when 
you're moving with retentless determination 
from ground to sky and back again, leaving a 
swathe cut through Ihe enemy ranks almost 


as an aside. Few games c apture the 
sense ) being in the hunt so well, and by 
degrees few games can disappoint so much 
when this sense is lost to wrangling with the 
camera or gawkish, 
shackling your weightlessness. 


unpredictable controls 


in terms of atmosphere and intent, ths is 
the best Tenchu yet, but it's still paintully 
lacking. It's apparent KZ understands and 
cares deeply for the experience Tenchu can 
provide, but the next instalment must deliver 
tin a fashion that convinces a wider 
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Format: PS2 (version tested), Xbox Publisher Sega Developer Amuze Price’ E40 Release September З 








ts а shame, really. If Headhunter s controls 
۱ Were as coherent as its looks, it could ve 
made for one of the greatest action adventure 
games of recent times. Instead, we're left 
with a clunky shooting gallery that 5, In parts, 
a likeable gunfighting game 

But first, those visuals. Bleached and 

ghostly, like everything has been coated in 
some kind of radioactive Vaseline, 
Headhunters future world doesn't just ripple 
with a haunting alow, but manages to hang 
together well as a style, with a continuous 
sense of location. This adds to the ambience 
- reinforced by an excellent score - of a 
crafted atmosphere, but it's swiftly deflated by 
your first accident-prone shootout. 

Gunplay is at its best when you confront 
enemies in a tight corridor. Locking on is 
performed by a reticule that hovers around a 
аце! before zeroing in — the stiller you are, 
the faster the zoom. Similarly, keeping 

urself moving wil throw your oppor Eris 
aim off to make you a tricky target. When 
you're involved in combat while leaning 


around a comer, this makes the game feel 


like a tidy Time Crisis homage, one where you 


feel tangibly in control of the situation. Shame 


it's tamished by the fact that the enemy still 
in the dark days following the appearances of the Bloody Mary 

Virus, our cviization trembled on the brink of collapse 
being out of view. Not even waist-nign boxes | - 


can be used to create any effective cover 
Outside of bearable wall stealthing, 

however, Headhunter's control scheme 5 а 

giddy mess, with indecisive functions that 


seems to be able to hit you despite your Боду 





Most boss encounters can be solved by using 
an adrenaline booster - effectively giving you 
temporary invincibility - and then charging at 
them with a whole clip of machine gun fire 


can't differentiate between you wanting to 
pick up something or climb on to a box, and 
a lock-on so swerving that it can't decide 
between a nearby enemy and one in the 


middle d T" ince with any amount of useful 


e as your character spins and 5 
to face an opponent you'd inactvertently 
turned towards due to the combination 


oversensitive handling and, once you attempt 


Tr gx 7 an nfiexi iD je ra Ter ri Af tires 


ULP POLES xà 





our character's aim seems preoccupied with 


the scenery rather than the dangerous man 


The Below Job 


As a testament to the strangth of 
Headhunters plot, the game features a 
Cuzen's Media Bank’, which contains the 
typical unlockable galleries of artwork 


anth the gun several feet awa 
mie the game is paced well, its puzzles 


don't serve it any. Mostly, they involve 





scanning the scenery for a lock or a bolt ! 
ii Lining up with a ladder is often far trickier than 
it ever should be, as lead character Leeza - 
backed up with communication from mentor and However, it also includes a number of 
Headhunter star Jack Wade - handles so loosely colourful, satinical commercials created to 
enforce the sensation of corporate 
domination within the 'Above' - the section 
of society that exists above ground - 
including a parn-styled ad for recruitment 
work in the underworld - The 'Below' Job. 


shoot off. Perversely you're not allowed to 
shoot scenery until you've managed to scan 
it. All this helps turn what could have been à 
flowing and well-realised adventure 

into a fractured, patchwork garbie 


dge rating Five out of ten 
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DJ: Decks & FX 


Format: PlayStation2 Publisher; SCEE Developer: Relentless Price: £40 Release: Out now Previously in E140 


dge doesn't review music. The 
E appreciation and analysis ان‎ 
can be subjective li dn without having to 
consider the complex emotional response to 
music. It's therefore probably best to make it 
clear from the start that our musical tastes do 
not include Judge Jules-esque MOR house. 

This is perhaps a shame as, musically 
speaking, that's all DJ: Decks & FX has to 
offer. Otherwise, it does exactly what its 
name would suggest, providing would-be 
DJs with a pair of decks, a selection of effects 
بچه‎ MEM ج‎ -yi а anda bag of records. Rather than interpreting 
ROCKIN MUSIC "487 elapsed the idea of mixing tunes and making new 
music from the mixing, DU: Decks & FX is 
^ i instead an utterly literal translation of a 
ni d ТП ттт ^ Tu oon — aa real-world DJ set up. 

Virtual records are placed on virtual 
decks, and any difference in beats per minute 
are accounted for automatically. Indicators at 
tne top of the screen show the progression of 
the records bar by bar, allowing the tracks' 
start points to be matched visually as well as 
by ear, Meanwhile a sampler allows for 
sections of the music currently playing to be 
stored and repeated indefinitely. 

There are a handful of effects (flange, pan, 
filters and so on) that can be comprehensively 
controlled and applied to any of the channels, 
along with a mixer with equalisers and kill 
switches that is exactly the same in form and 
function to the real article. 

And it all works perfectly well. Navigation 

s smooth, and where appropriate the 
analogue sticks are used to simulate the 
movement of knobs and sliders, There are no 
issues with the technical implementation here: 
the problem lies in the banal and limited 
selection of records on offer. it's bland house 


MARTIN SOLVEIG cu Bias remaining 
ROCKIN MUSIC - ۱ 17 elapsed 





Knob-fiddling is one of the more creative and 
satisfying ways to use the software: a mix is 
tangibly energised by a sudden bass kick 


or nothing, and as there's no option to add 
new tunes to a hard drive, unless YOu have a 
love for the narrow selection on affer, it's 
nigh-on useless. 

It's difficult to make a judgement on this 
A title as it's both utterly niche and absolutely 

bx Қ, کت‎ — perfectly realised. The complete lack of 
"mS PE musical variety can easily be seen as a 
۳ limitation of the software — all the included 
songs are of an extremely similar BPM and 
identical time signature, as variation woulcl 
have made the automatic beat matching 
significantly more difficult. 

Ultimately, DJ: Decks & FX is little more 
than an interactive mix album, and an 
unadventurous one at that. We'll have 
lo see how the property is developed. 





DT" às ES nos The cross fader can be smoothly moved with a stick, and the equipment looks like the real thing and 
works in much the same way. Everything, that is, except the record bag, which remains sadly static Edge rating Five out of ten 
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U-Move Super Sports 


Format: PlayStation? (EyeToy required) Publisher: Konami Developer: In-house Price: Y6,800 (£33) Release: Out now (Japan), September 24 (UK) 


E ye Toy: Play's success brought with it a clear 
genre opening. With the camera in over three 
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Sony's success. This is Konami's attempt at that, a 


4. 


colection OT Sport-Themed rminigames wnicn 


doesn't so much build on Play as rip off the 


в! 


concept wholesale, So, the player stands in front of 
the camera, things move around on screen, and 
the player (usually) tries to touch them. And so on, 


until the player falls over or onlookers die laughing. 


As with Play, some of Li-Move's games are 
better than others. The one that sees you playing 
baseball is well executed, particularly if you ve got 
D 
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an empty tube of Pringles to hand; the saving 


penalties one is good, simple, stupid, fun. Most 






though, are far too easy, and maybe tl 
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igang Oy the tront-of -box screenshots, at least) Like Play and Groove before it, U-Move 


works on motion detection, rather than 
colour recognition. Difficulty depends 
largely on your lighting - if your world's 
dimly lit, expect to do a lot of violent 
waving to score even a handful of points 


LI-Move is aimed squarely at children. That's not 
to say it's bad = even when Flay was at its simplest 
it was stil fun, particularly with those laughing 
friends — but It's certainly a difficult purchase 

to justify if you already own Play. 


Edae ratin He out of ten 


Ape Escape Eyeloy 


Format: PlayStation2 (EyeToy required) Рибе SCE) Devwopar: In-house Price: V6,800 (E33) Hieioase: Out now (Japan), ТВС (UK) Previousiy in E140 





A t least this month's other EyeToy game, Ape 
scape EyeToy, has the good grace to steal 
from two different places. The Play-style pick-a- 


minigame element is still present, but the central 
part of the experience is a multiplayer Mano Party 
Clone. It's a solid dynamic, if thoroughly pointless 
and soulless with only one piayer = that's a criticism 
that could be levelled at Pia, too, and as such tne 
addition of coherent competition is a positive ШИГЕ]. 
The minigames, of which there are 30, are 
fractionally less developed than Play's, but no less 
entertaining and must be unlocked by competing in 
Ihe board game, which may prove a chore. 
Different approaches to the camera-as-input ethic 
nclude Track & Field-style races (running and 
могойг logs) and steering a rolling boulder around 
a winding course. There's also simultaneous 
The graphics are impeccable, using the 
waving-in-circles input cues from Play, 


multiplayer competition, which m fourplayer means 


: é 3enous Crowding around the screen. N 1 
while much of each menu screen carries bu Bn DENTS E. E E EN тү 
irrelevant but satisfying interaction Works, in a stupid, chaotic hind of way, which 6 fine 


opportunities, and the characterisation 
is of the high standard we've come to 
expect from the Ape Escape team 


because these games айз about stupid chaos, and 


Ape Escape is dilereni enough irom its mas 


to warrant interest from reguiar party gamers. 
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The making of... 





MUD 


The opportunity to create an entirely new style of entertainment is granted to a hallowed few, but 
with the creation of MUD the concept of massively multiplayer online gaming was born 


t was four scant years after Pong 

first made it into homes across the 

world, and decades brfore the 
advent of the world wide web, that 
the first massively multiplayer online 
roleplaying game made its debut. 
And yet, despite the rudimentary 
equipment upon which it relied, its 
greatest problems were not technical 
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Tipin ef version: 


Ede hag 


IET еы 


in nature. Suicides, unverified wills, 
conscientious objectors and sex- 
change operations all figure large in 
the 26-year history of Multi-User 
Dungeon - a history that has seen it 
create an entire industry and name a 
genre yet stay relatively anonymous 
to the wider gaming world. 

Unlike many classic titles, there is 
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no difficulty to be had in 
experiencing MUD as it was 
onginally conceived and enjoyed. 
Enter the address teinet://british- 
legends.com:27 750/ into your web 
browser and you can play the 
original version of МООЛ, just as it 
was seen and used in 1983 (or try 
teinet://mudii.co.uk/ tor MUD2). 
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Although even now the 
description is rarely attributed to it 
MUD is, to all intents and purposes, 
an MMORPG. Entering the game, 
you are thrown into a principally 
benign fantasy world in which you 
can choose to gain experience by 
fighting monsters, explore peaceably 
or simply interact with other users. 












Richard Bartle (now, below left, in 1883, below right) no longer handles 
the day-to-day life of Multi-User Dungeon, working instead as a 
development consultant and game design lecturer at Essex University 


EDGE #141 


the making of... 


11 41 ۲ Amm ۶8۵ 
: Ё dere ute 
MEA dali 5ج‎ tiit are T ret 


plimpsed a STET 


Th 
Pine ۲ 
pm Ore aa Ling سنج‎ иинин PPRC caf Ө Pimy f FiOS: AIL about wi arr mur 
emit ET jar ke d awd сыа а] livin passage Еч. ۱ i hrough 
cay lr glingued TI Ts thing Pesem] Imig a bandstand 


| PAR x Т pir reer aM. ۱ a ame AT 
„1 ныша рашта Che таге esi 
wut а wider huilding телес пш Like oa 


there Шакт te lû geen sort ef ге іна (۳ bir 


Ыга a mall get gaorezanct shrine, А genet of drep rii pect [ulmet 
thi file et та, Thi my oat, ole a pir forest їй to thi mirt hucat 
іт ebw лм that the br iw wa megnt to lw wre d Por uipi mi düitotinn..lihn 
1 ]نا‎ тт 


r parti ит warily conducted nrar idel: иза [15 
precious zlemwz ۴ 


ra drt "Ты arvuna іа sar denie forest fo che 1 77 г of а ples r 
azture, lo lh вазі ТҮ ГГ cliff aad La ihi аһ ar ша г Байет 
waterfall, NI 014 lè MIT in the forest. 


enve ۵۵ 


ayi in a iregi hipon 


a ha 1 Low i 8 hiiti r pond fed TEE] eal] tr uria lb bū im шпар 1% 
river ит Lit 2s] Лан (E тыйт. па] t ha re are та vdihlz tian Living 


к. Hort besl are rapido. but pyoryubere M uanp. 


mi tho banh of come ila ичн E apid: ТТ thea to the want the 
Jac: tu thi erpi it confines eet of sight. amd pii cam 
"шый Їнї ал of falling water from thet direction. [e the EI Nr 


TEST ledt а Галіну ты ] Й 6 DIIMÓAEM CN | 


гта Шр të Gutter im the 





Orignal format: DECsystem-10 

Publisher: MUSE (Multi-User Entertainment Ltd) 
Developer Hoy Trubshaw and Richard Bartle 
Origin: UK 


Onginal release date: 1978 
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Another detail from the MUD? colour poster. Bartle claims to still have thousands of copies, and will distribute them 
for free to fans if they contact him via his website (www.mud.co.uk) and send a stamped self-addressed А5 envelope 
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Above is another original design by Roy Trubshaw, this time of the 
tunnels beneath the yew tree. The screenshot shows the command 
list from MUD1, The game is referred to as British Legends – the 
name given to it by CompuServe to explain the British spelling 
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Created before the advent of 
animated graphics, the world was 
visualised entirely through short text 
descriptions, used a text-only 
interface, and managed to create 
almost all of the core functionality 
and gameplay conceits that would 
only be rediscovered by EverQuest 
and its ilk decades later. 

in 1978 Richard Bartle was in 
his fist year at Essex University 
After meeting with Roy Trubshaw he 
became interested in the older 
student's work trying to create a 
multiplayer version of Adventure (the 
irst text adventure to be widely 
disseminated around the world). 

“Roy had found a mechanism 
for writing to shared memory on 
the DECsystem-10 mainframe,” 
recalls Bartle. “This meant that two 
instances of the same program could 
communicate with one another 
instantly, without having to use files.” 

Trubshaw created the very first 
version of MUD on his own, handing 
over completion of the third iteration 
to Bartle when his degree course 
ended. “When | took it over from Ноу 
it wasnt really a game, although we 
all called it one," explains Bartle. 
“| made a conscious decision to 
‘даті’ it so that people could play 
it as a game if they wanted. | felt that 
iî people had a reason to play then 
they might pick up on the freedom 
aspects, too. | wanted to create a 
place where people could have fun. 


| didn't want a traditional, directed 
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kind of game - | wanted something 
as freeform as possible. The idea 
was to provide the structure and 
the rules, but make it completely 
open-ended.’ 

Although the world itself was not 
persistent in the strictest sense 
(inventory objects are reset every few 
days), player statistics were and the 
ability to play the game via 
ARPANET, the emergent global 
network that would eventually 
becorne the internet we know today, 
gave MUD all the attributes of a 
modern MMORPG. 

At this point a deal was signed 
with BT to set up a company (MUSE 
Ltd) and to write a fourth version of 
the software, which would become 
known as MUD2. Although it 
included all the content of MUDT it 
featured a larger world to explore 
and an expanded language parser. 


A necessarily brief description of 


be with hardcore hobbyists. The 
term MUD itself became the name 
for a whole genre of titles that used 
the same basic concept and 
interface to create new experiences 
using every theme possible, trom 
science-fiction to pornography 
"MUDS in general did very well,” 
says Bartle. “They owned ten per 
cent of the bits on the internet in 
1994, before the word wide web. 
MUD? was tied up with contract 
problems at the time, though, so we 
didn't make the $1 million a month 
that some other virtual worlds were 


making during that golden age.” 


Deeply in debt 

The advent of graphical MMORPGs 
such as Mendian 59 and EverQuest 
appeared to signal a whole new era 
of social gaming, but their debt to 
MUD was deeper than some may 


assume. “Design decisions Roy 


“Design decisions for MUD have been passed down 


unaltered through generations of virtual worlds, often 


without designers even realising that they had a choice” 


the increasingly bizarre senes of 
events and people that then 
prevented MUD from achieving its 
true commercial potential are 
explained here elsewhere (see ‘MUD: 
the opera’) but, in short, the game 
was never really visible to the public 
at large, either in the UK or the US, 


so its major influence continued to 





and | made for MUD have been 
passed down unaltered through 
generations of virtual worlds, often 
without designers even realising 
that they had a choice in the 
matter,” says Bartle. 

“The level system, for example, 
which | introduced into MUDI only 


after considering several alternatives, 


On the left is an original map of one of the game's indoor areas drawn by Roy Trubshaw when 
he designed MUDT. The diagram on the right is his original design for the maze of tombstones 





MUD: the opera 


simon Dally, the initial impetus behind MUSE, provided an early 


FFE i d 
promem when a 


пош ат тапк depression saw him steal لاله‎ UU 


worth of antiquarian books, empty MUSE’s bank account and shoot 


aad. Arguments over his will ensured 





Bartle designed most of MUD using the style of the map on the right, only occasionally 
resorting to a network of nodes, as seen in the orginal design for the Dwarven Citadel on the 
left. MUD fans tended to favour the latter method, due to its straightforward lack of ambiguity 


does not get the same degree of 
consideration in new virtual worids. 
They think 'How many levels shall we 
have?" rather than ‘Shall we have 
levels?’ yet a level system for a 
virtual world only really makes sense 
if there's an end to it = a point at 
which you can say you've won and 
stop playing it like a game." 

Bartle is admirably reluctant to 
pick Out any other examples, for fear 
of self-aggrandisement, but there 
certainly does seem to be more 
incestuous behaviour within the 
MMORPG world than perhaps any 
other genre — with the programmers 
of DIKU MUD even going as far as 
forcing the developers of EverQuest 
to sign a sworn statement that the 
two did not share any source code. 

it's dificult to Know whether the 
fact that massively multiplayer online 
games have advanced so little is a 
proud testament to MUD's seminal 


design or a sad indictment of the 


lack of imagination in other 
developers. Of course, the most 
obvious difference between MUD 
and more modern games is the use 
of graphics, but it is unfair to 
consider this an inadequacy on 
MUD's part. "I think you get a better 
sense of being in the world if it's in 
text; the effect of having a constant 


medium, rather than a mixed one. 


helps in that regard too," says Bartle. 


“Text is more expressive than 
graphics. It's also more descriptive — 
there are no smells in EverQuest. 

"With text, | can talk to the mind. 
With graphics, | can only talk to the 
senses. | can get more depth out of 
text than | ever could out of 
graphics. | think text can be more 
evocative overall than graphics, but 
that doesn't mean ۱ don't think 
graphics can't be evocative, or that 
in some areas their evocativeness 
can't exceed that of text.” 


Although Bartle has no plans to 


exclusivity lead to a suicide attempt from ona « 


operators. 


Meanwhile, attempts by Rick Mulligan, one of MUD's champions in 





add graphics to MUD (“Adding 
graphics would be as pointless as 
illustrating War And Peace”) he does 
still have an interest in experimenting 
with new technology in the genre. 

As he points out: “I'm more likely to 
be able to get a grant to develop a 
virtual world for academic purposes 
than | am to get a publisher to stump 
up the kind of sums necessary for 
commercial success. 

"It doesn't really matter anyway. 
Roy and ۱ planted an асот, the tree 
grew, it produced other acorns, 
these grew, and now we have a 
forest. Those trees will continue to 
grow irrespective of anything | do. | 
can plant another tree, sure, but 
these days I'd rather focus on the 
health of the forest than on 


individual trees." 
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МИР? featured coloured text — the only significant graphical 
upgrade in the franchise's 26-year history. The map of the MUD? 
world was created from an original sketch by Richard Bartle and 
appeared in the September 1964 issue of Micro Adventurer 
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A detail from a colour poster of MUDI which was given out as part of the MUD? starter kit, Note that, except for the 
specific schematic of the cottage, the map only gives a general idea of the location of the game's other landmarks 
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Examining gaming history from Edge's perspective, five years ago this month 





Issue 76, October 1999 


1. The men of Guildford ao 
snack-hunting in Tesco 

2. TrickStyle: ‘а refreshing 
slant on the racing game 
3. Tekken vitamin drinks... 
4, And Pac-Man noodles. 
A scouring of Tokyo's stores 
had returned some oddities. 
5. ‘Fortress Edge’ is 
destroyed in Team Fortress 
6. Capcom fights big 
robots in Kikaio, AKA 

Tech Romancer 

7. The future of gaming? 

B. ‘Yuji Naka thinks so 

9. And so does Bill Gates, 
at least for the moment 

10. Ultimately, Sony's 
evolution would prove 
more comfortable 

than Sega's revolution 


Come closer, and we'l tell you a story, or at 
least give you an image, Peter Molyneux, holding a 
plant. In a supermarket. With Jeremy Longley, who's 
about to purchase a French loaf and a pineapple, and 
the Carter brothers queuing impatiently behind with a 
battle of champagne and some Bunny Brunch. 
Welcome to E76, replete with paparazzi-style 
photography: Guildford was painted as ‘Silicon Valley, 
UK", and a plethora of software stars were herded down 
to the local Tesco for our take on supermarket sweep. 
Were the contents of the trolleys clues to tha ex-Bullfrog 
crowd's future output? We can't say for sure — could 
coffee and pasta really be code for Fable? — but at least 
there aren't any visible red herrinas. 

Retail work of a more relevant nature provided the 


DiD THEY REALLY SAY THAT? 
“I's hard to see Dreamcast as anything other than a Milky Way: a 
snack to consume between PlayStations = without ruining appetites” 
Gary Penn condemns the DG in а swift, prescient soundbite. 


DID EDGE REALLY SAY THAT? 
ЧЕ gamers really want such shallow entertainment, they need only 
watch Channel 5", It's improved quite a bit since then, of course. 
Hasrrt st? 


TESTSCAEEN SCORES 
TrickStyle (DC; 87101, Soul Calibur (DC: 8/10), 
Shadowman PONSA 210), CEC: Tibetan Sun (PC: 7/10). 
Unreal Tournament (PC: 7/10), Darkstone IPC; 6/10), 
Airforce Delta (PO; 7/10], RG Stunt Copter (PS; 4/10) 





theme for the issue; Sega's Dreamcast was right on the 
cusp of launch in Europe, but things were already 
beginning to look a little awkward. 

Damned by Gary Penn as a "Milky Way" — a catchy, 
killer soundbites that would haunt Sega UK until its 
systems were being shrinkwrapped in Poundland – the 
128bit console was nevertheless favourably viewed in 
our cover feature. On its opening spread the article 
immediately offered 'six solid reasons for buying into the 
dream’, under headings of 'Power', 'Gonnectivity' (what 
other console had a modem? “Software support’ (300 
titles were in development), ШК respect’ (GOH? modes), 
‘No competition’ and ‘Price’ (2200 at launch). 

Perhaps Edge really did kill the Dreamcast, 
after all, simply by being too positive about it. 
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Another controversy swells up 
around violent videogames and their effect on the 
youngsters who are too young to legally play them. 
| was once on the side of Rockstar and the 
critics wha smiled wryly at the hysterics of The 
Daily Mail and put it all down to a conservative fear 
of anything new and beloved of the young. But 
while | don't request an outright ban on 
videogames which feature such extreme depictions 
of murder and mutilation, I'm beginning to lose 
sympathy with those on the liberal side of this 
debate. And Manhunt is only the most tasteless 
of that grisly hall of fame which fills me with little 
With the likes of State Of Emergency, Kingpin 
and Soldier Of Fortune, developers have steppe 
away from realistic, unflinching depictions of 
violence and into a realm of fetishism. It's now 
about indulging the darkest fascinations of the 
player and if not awakening, certainly nurturing a 
desire to witness the most inventively vicious 
scenes of killing that can be provided. The tactile 
component of videogame design adds a new 
protestations that these games weren't designed 
for youngsters, it's hard to deny that the young are 
the most likely by far to find these games 
appealing. They fulfil only tha most immatura 
definitions of ‘adult entertainment’. If you had 
asked me at the age of 14 what | consider to be a 
grown-up movie, | would have replied RoboCop, 
Predator or any other 18-rated blockbuster with a 





away in disappointment from my local cinema. Ask 
me to define ‘adult’ at 29, and the first movie to 
enter my head would likely involve Woody Allen 
and a scenario so contemplative that it warrants at 
most a 12 certificate. 

That's not to say most readers ol this magazine 
should be whiling away the hours with an 
interactive take on Manhattan, but I'd like to bet 
that, when handed a game like Manhunt, an Edge 


DOXE 


Communicate by post: 





edge&futurenet.co.uk 


staffer would immediately put its gruesomeness 
into perspective, boxing it off as just the latest, 
most provocative chapter in the ongoing saga of 
digitised brutality. In the adult mind, things have 
their place and stay there, even if they do intrigue, 
It's different for adolescents: they're chomping at 
the bit precisely because of the offensive graphic 
content. You could even say it's tha sign of an 
active young mind that it should want to be taken 
to places it's never been before, exposed to newer 

What the public and mainstream press need to 
see right now is a drawing of lines within the 
industry, maybe not an admission that things have 
gone too far but at least the assertion that 
standards could be set higher, that as a creative 
form gains Increasing visibility it can branch out 
with an aspirational mindset rather than submitting 
to a puerile fixation on causing outrage simply 
because it is able to. It's callow and hypocritical to 
despair of public opposition to a game's violent 
content when that content has been designed to 
zone in on people's unease and court notoriety 
Dion Yates 


Thanks for all your letters on this topic. (There were 
tons.) We'll look into this area in a future edition. 


With regard to the seemingly endless hand 
wringing encountered in the letters pages of Edge 
about the lack of acceptance given to games in the 
so-called ‘mainstream’ (whatever that stands for 
these days) | thought in reading this article (www. 
one could draw plenty of parallels with the comics 
world and that of games — in fact you could simply 
replace many of the examples given with game- 
specific items. (I think you know the ones.) 

Frankly, as a gamer since year dot, | have no 
trouble whatsoever with the apparent lack of critical 
acceptance of the games field. | don't need to feel 
comfortable reading Edge on the bus (not that | 
don't) or expect others (о wax lyrical over Ico, It's 


Letters, Edge. 30 Monmouth Street, Bath BA1 2BW 
Or email (stating 'Inbox' in the message header): 


enough for me to enjoy them. Sure, there are the 
odd occasions where I'd like to share some 
particularly stunning example with a close friand 
and they simply don't understand, but in the main 
it remains a private passion, and no less for it. 

It's constantly compared with film, which has 
meticulous and agonised-over reviews of its more 
creative and celebrated output, while game reviews 
in general, appear to remain, frankly, feeble-minded 
(present company excepted, naturally). Well, it's a 
poor example at best — how can you compare a 
with a gaming one taking 20, 30 or 40 hours and 
upwards, with all its many little quirks and controls 
to be learned beforehand? 

In any case | could go on, but | won't. Suffice it 
to say | think that those feeling aggrieved that more 
people don't understand gaming are missing the 
point somewhat. Is it them needing the 
acceptance, rather than gaming? 


| have complained to you about games 
storytelling in the past, but Steven Poole brings 
forward interesting points in E139, namely 
tolerance. It is this I'd like to add to somewhat. I've 
always found it curious that games are so 
compared to rnovies, while they also contain a lot 
of parallels with books. Writers also seek to keep 
books interesting for eight or more hours, but they 
sure do a better job keeping their audience hooked 
until the end. There are more than 2,000 years of 
ideas on the subject of stories and telling them, 
and it'd be foolish for the industry to ignore them. 

For one: in his preface to Bagombo Snuff Box, 
Kurt Vonnegut wrote his rules for creative writing, 
and they sure stir up interesting thoughts when 
applied to gaming. So let's see: 

1. Use the time of a gamer in such a way that 
he or she will not feel that time was wasted. 

Well, amen to that. 

2. Give the gamer at least one character 
he or she can root for, 


| Games contain many parallels with books. Writers also seek 
to keep books interesting for eight or more hours, but they sure 
do a better job keeping their audience hooked until the end 
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Think about it. Almost every game you liked 
had a character you went for, be it Guilty Spark in 
Halo, Slippy in StarFox Adventures or whoever. It 
adds to a game infinitely if there is an emotional 
responsa to a character. If the gameplay is crap, 
nice characters will parthy make up for it. 

3. Every character should want something, 
even if it is only a glass of water. 

Far Cry shows a premature version of this 
concept. Some of the NPCs ara fishing, some are 
talking, some are patrolling. Games expand when 
adding a psychological reality to it. Nowadays we 
have characters whose sole purpose it is to 
respond to you, In Far Cry we can have the sense 
ме are intervening in someone's life, that we are 
messing up a system that is there. And think about 
all those RPGs with characters simply waiting for 
you in the pub to retum their nng to them, day and 
night, month after month! if characters are to be a 
part of a story so long they should have far more 
depth ~ even if only meeting them occasionally. 

4. Every sentence must do one of two things = 
reveal character or advance the action. 

Are there any bocks that backtrack through all 
ine rooms where the character has been, the only 
seeming purpose being to lengthen up a short 
story? Of course not! Yet in games it happens all 
the time. Pnnce Of Persia also had an Interesting 
take on this, where in dull moments the prince 
would muse about what is happening to him, 
revealing character and making you care! 

5. Start as close to the end as possible. 

Brilliantly executed in POP as well 

6. Be a sadist. No matter how sweet and 
innocent your leading characters, make awtul 
things happen to them — in order that the gamer 
may See what they are macde of, 

ico is the only game that made me care about 
the leading characters. When nearing the end, 
when thay got separated on the bridge, | damn 
near cried, In this respect it is probably better to 
have н sweel and innocent main character than 
Someone who is obviousry in control (and armed to 
the teeth). They don't need your sympathy. 


| don't know if this 


René Kneyber salutes Far Cry's excellent enemy 
soldiers, whose existence and behaviour gives 
the game's action a more believable atmosphere 


7. Write to please just one person. If you open 
a window and make love to the world, so to speak, 
your story will get pneumonia 

Surely Sudeki will come to mind. So eager to 
please everyone, it fails to please al all, 

8. Give gamers as much information as 
possible, as soon as possible. To heck with 
suspense. Gamers should have such complete 
understanding of what is going on, where and why, 
that they could finish the story themselves, should 
viruses eal the last megabytes 

Wall... |, for one, do like suspensa... 

And afterwards he adds, of course, that most 
great writers tend to break these rules. But then 
again, most game designers aren't great writers. 
René Kneyber 


"7h 


Yep, you can have 1, 2. 


; and 7, but 4 and 5 are 
open to debate, and we seem to agree on 8. 


Шы 
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What does IP stand tor? | just can't work 
it out. (I'm not stupid.) 
Tom Wilcox 


Internet protocol, idiot proof or intellectual property, 


Dut in this magazine if tends to be the latter 


l've just recently returned trom a six- 
month jaunt around the globe, my last stop being 
Tokyo where | spent a good deal of time searching 
in vain for a nice crisp copy of Edge. | tried shops 
of all kinds, from general newsagents to specialist 
videogame merchants (including some in Akihabara 
that made me feel dirty due to the ‘adult games’ 
they stocked). Could it be true that Edge isn't 
actually available in Japan at all, and that it puts 
the price in yen on the cover just to bolster its ever- 
so-chic and trendy image? Surely not! 

Ben Blease 

You could've tried, say, Messe-sanoh Chaos-kan, 
Ahh is actually in (where else?) Akihabara As a 
side note, though, Japanese shops often ignore 


the omcial pncing and replace it with their own 


About six months ago | managed to 
wrangle myself a part-time job in one of the biggest 
high street videogame stores. | lasted two hours. 

Why, you may be asking, did the ass of my 
new-found employment drop out so soon? Well, | 
don't know if this is common knowledge, but all 
the big publishers pay to have their games flicked, 
caressed and nipple tweaked by soul-stripped 
employees. Here's a couple of grand — ShelfShock. 
Nam '67? Brilliant, mate! 

| couldn't do that for money. | know l'm naive, 
but come on! Why aren't they promoting good 
games? Because they're paid to do as they're told, 

Why has such a creative, thought-provoking 
and fun industry slipped down the same money- 
grabbing slope as movies? Have developers really 
given it all up? 
Steve Masters 


We've heard something interesting about UK garne 
retail, but we're not allowed to talk about it. Yet. 


I'm fairly certain Edge appraised 
Neo-Geo Pocket games during the console's brief 
appearance on UK shelves. Therefore, | find the 
lormat's exclusion from Paul Phillips’ potentially 
interesting review scores Excel sheet (Inbox, 
E140) a little surprising, calling into question the 
research's accuracy. If Mr Phillips can arbitrarily 
exclude a whole format, how can we be expected 
to accept that every score from every issue was 
inputted correctly? 

However, I'm sure Edge's readers will be willing 
lo overlook such a dreadful accounting error, 
provided the mistake is swiftly rectified. Therefore, 
| respectfully ask Mr Phillips to thoroughly confirm 
the document's exactness, resubrnitting his 
conclusions along with all applicable formats. 
Hopefully we will then be able to settle the 
debate once and for all 
Simon Byron 
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Pocket game. Don't you keep old Edges? 


is common knowledge, but all the big 


| publishers pay to have their games flicked, caressed and 
nipple tweaked by soul-stripped game retail employees 





EDGE 142 on sale September 30 
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